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Keyboard Shortcuts 


Camera Views 


Cockpit 

Shift + FI 

Over Shoulder * 

Shift + 

F2 

Third Person * 

Shift + F3 

Virtual Cockpit On/Off 

Shift + 

F4 

Interface On/Off 

Shift + F5 

Birds Eye View 

Shift + 

F10 

Zoom In 

+ 

Zoom Out 

- 


Zoom Reset 

Insert 





* When in Over Shoulder or Third Person views you can use the arrow keys to 
move the camera. 


Action Keys 


Forward W 

Strafe Right D 

Deploy / Morph / Jetpack C 
Hop Out H 

Target T 

Create Nav Beacon N 

Fire L. Mouse 

Radar R 

Show Objectives O 

Pitch Down i 

Yaw Right 

Control Keys 

Select Group F1-F10 

Option Menu Esc 

Recycler / Matriarch 1 

Armory / Stronghold 3 

Multiple Unit Build Queue Shift 
Group Combine Ctrl 


Strafe Left 

A 

Reverse 

S 

Jump 

E 

Bail Out 

Ctrl-B 

Lights 

L 

Delete Nav Beacon 

Delete 

Cycle Weapon 

R. Mouse 

Show Info 

1 

Pitch Up 

t 

Yaw Left 

<— 


Select Unit 

Space 

List Nav Beacons 

~ 

Factory / Kiln / Forge 

2 

Menu Cancel 

Tab 

Multiplayer Role Switch 

M 

Multiplayer Chat 

Enter 
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Cheat Codes 


To be able to enter cheat codes you need to bring up the Console View. It is 
important to note that the game is still continuing while you do this, and you will 
not be able to retaliate if anyone attacks you. It is therefore advisable to make 
sure that you are in a semi-safe place before attempting this. 

To activate Console View hold down the CTRL key and press the ~ key. Once 
the console is up you will be able to toggle any of the following cheats by typing 
in “game. cheat XXXX”. Do not include the “”s and replace XXXX with any of the 
following cheat codes. Once you have hit enter you will get an audio message 
saying that the cheat has either been activated or deactivated. 

BZTNT Unlimited Ammo 

BZBODY Unlimited Armor 

BZFREE Unlimited Scrap 

BZVIEW Satellite View 

BZRADAR Map Revealed 
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Structural Information 


When planning out a base it is very important to know the cost, and 
requirements, of not only your Units, but also of your Structures. As many units 
have specific structural requirements, being able to plan out the units that you will 
use in advance can be drastically important. The following is meant to give you 
some of the key information on each structure so that you can properly plan out 
your bases’ layout without directly telling you what to do, as you’ll have to make 
choices on the fly. 


Requirements: 

None 

Restrictions: 

None 

Notes: 

The Matriarch is the primary means of base and utility construction. Every other 
structure and unit is replaceable, but only so long as you have your Matriarch 
intact. It is absolutely vital that you defend your Matriarch at all costs. The 
Matriarch is capable of storing 40 scrap and gaining scrap at 1 point of scrap for 
every 3 seconds. 


Scion Structures 


Matriarch 


Cost: 0 

Hitpoints: 12000 


Armor: High 

Power Cost: 0 
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Extractor 


Cost: 20 

Hitpoints: 5000 


Armor: High 

Power Cost: 0 


Requirements: 

Matriarch 

Restrictions: 

None 

Notes: 

The Extractor is the standard means of gaining scrap. Extractors can hold up to 
20 scrap each, and gain scrap at a pace of 1 piece of scrap per second. 


Requirements: 

Extractor 

Restrictions: 

Upgrade 

Notes: 

The difference between upgrading your Extractors and not upgrading them is the 
difference between winning and losing, in most cases. Upgraded Extractors 
have twice the scrap income of standard Extractors, at 2 pieces per second. 
This makes all the difference in the game. Your opponent might have more 
Extractors than you, but if you guard yours well and upgrade them early, it is still 
possible for you to win the war. 


Upgraded Extractor 


Cost: 80 

Hitpoints: 5000 


Armor: High 

Power Cost: 0 
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Kiln 


Cost: 60 

Hitpoints: 6000 


Armor: High 

Power Cost: 1 


Requirements: 

Matriarch 

Restrictions: 

None 

Notes: 

The Kiln allows for early unit production. For the most part this structure will be 
worthless until you upgrade, so upgrade early. 


Requirements: 

Kiln 

Restrictions: 

60 Scrap to upgrade the Kiln 

Notes: 

The Forge will produce most all of your forces. While this structure can be 
replaced, it is very expensive and prohibitive, so guard this structure well. 


Forge 


Cost: 120 

Hitpoints: 6000 


Armor: High 

Power Cost: 2 
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Gun Spire 


Cost: 75 

Hitpoints: 6000 


Armor: High 

Power Cost: 1 


Requirements: 

Matriarch 

Restrictions: 

None 

Notes: 

The Gun Spire will be the Scions primary means of base defense when they are 
assaulting the enemy forces. Gun Spires, unlike ISDF Gun Towers, can be 
placed anywhere, and do not require any structures to back them up. Gun 
Spires have their power source attached to them, so if one goes out, the rest of 
the Gun Spires will still be fully operational. 


Requirements: 

Kiln / Forge 

Restrictions: 

None 

Notes: 

The Antenna is needed for the production of Jammers and several weapons. It 
is not necessary to build this structure to win the war. The Antenna functions 
much like an ISDF Relay Bunker, except it does not need to be constructed 
anywhere near Gun Spires. 


Antenna 


Cost: 60 

Hitpoints: 6000 


Armor: High 

Power Cost: 1 
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Overseer Array 


Cost: 1 00 

Hitpoints: 8000 


Armor: High 

Power Cost: 2 


Requirements: 

Forge, Antenna 

Restrictions: 

You must upgrade your Antenna to be able to obtain an Overseer Array. 

Notes: 

If you wish to use Archers against the ISDF forces, then you will need to 
construct the Overseer Array. They are prohibitively expensive, but are well 
worth the cost. 


Requirements: 

Kiln / Forge 

Restrictions: 

None 

Notes: 

The Dower allows you to service and repair vehicles. This unit is necessary for 
the production of Healers, and is well worth the investment in most cases. 


Dower 


Cost: 50 

Hitpoints: 5000 


Armor: High 

Power Cost: 1 


©2000 


@n{tnbalL 


'CQlM All Rights Reserved 



Stronghold 


Cost: 60 

Hitpoints: 6000 


Armor: High 

Power Cost: 1 


Requirements: 

Forge 

Restrictions: 

None 

Notes: 

Much like the ISDF Armory, the Stronghold allows the Scions to construct 
advanced weapons. Unlike the Armory, however, the Stronghold also makes 
shields available to the Scions. Because of this, it is well advised to construct a 
Stronghold for the purpose of equipping your units with shields before sending 
them into battle. 


Jammer 

Cost: 50 Armor: High 

Hitpoints: 800 Power Cost: 0 

Requirements: 

Overseer Array 

Restrictions: 

None 


Jammers are excellent structures to place in key choke points, or in areas where 
you wish to ambush the ISDF. Not only do Jammers blind you from the enemy’s 
radar, but they also interfere with the enemy’s ability to target your forces within 
its vicinity. Placing Jammers near hidden Gun Spires can prove a rather nasty 
surprise for the unwary enemy. 


Notes: 
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Power Lung 

Cost: 0 Armor: High 

Hitpoints: 3000 Power Cost: 1 

Requirements: 

Matriarch 

Restrictions: 

Connected 

Notes: 

Scion Power Lungs are what keeps the Scion structures alive. Each structure 
comes with the necessary amount of Power Lungs, so hopefully you will never 
need to build one. If, however, one is ever destroyed, your builder will be able to 
replace it without charge. 
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ISDF Structures 


Recycler 


Cost: 0 

Hitpoints: 12000 


Armor: High 

Power Cost: 0 


Requirements: 

None 

Restrictions: 

None 

Notes: 

Your Recycler is the primary means of base and utility construction. Every other 
structure and unit is replaceable, but only so long as you have your Recycler 
intact. It is absolutely vital that you defend your Recycler at all costs. Recyclers 
are capable of storing 40 scrap and gaining scrap at 1 point of scrap for every 3 
seconds. 


Requirements: 

Recycler 

Restrictions: 

None 

Notes: 

The Extractor will be your primary means of accumulating scrap. It is absolutely 
vital in the early game to get as many of these to control the field as possible. 
Each Extractor will gain one scrap per second, and will hold 20 scrap. 


Extractor 


Cost: 20 

Hitpoints: 5000 


Armor: High 

Power Cost: 0 
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Upgraded Extractor 


Cost: 80 Armor: High 

Hitpoints: 5000 Power Cost: 1 

Requirements: 

Recycler 

Restrictions: 

It is necessary to upgrade one of your Extractors in the field. 

Notes: 

Upgraded Extractors are a valuable commodity. Each Upgraded Extractor 
produces two scrap per second and holds 20 scrap. It is possible to overcome 
an enemy who has less extractors, if yours are upgraded, simply because they 
do garner you scrap at twice the standard rate. 


Power Generator 

Cost: 30 Armor: High 

Hitpoints: 3000 Power Cost: 0 

Requirements: 

Recycler 

Restrictions: 

You must place Generators adjacent to your base. 

Notes: 

Each Generator provides 3 units of power. It is essential to keep your base 
powered, because if ever the power goes down, then all of your Gun Towers will 
cease to function and your base will be left open. Because of this it is important 
to build redundant Generators when you have the scrap. 
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ISDF War Factory 


Cost: 50 

Hitpoints: 6000 


Armor: High 

Power Cost: 1 


Requirements: 

Power Generator 

Restrictions: 

You must place the Factory adjacent to your base. 

Notes: 

The Factory is where you will be producing most of your units once you get over 
the initial scrap shortages. While you build other structures you will find that the 
number of vehicles that your Factory is capable of producing will increase. 


Requirements: 

Power Generator 

Restrictions: 

None 

Notes: 

You will be capable of constructing multiple Relay Bunkers. Each Gun Tower 
that you construct will need to be adjacent to a Relay Bunker or another Gun 
Tower that is adjacent to a Relay Bunker. It is essential that you keep the Relay 
Bunkers well defended, as once they shut down the Gun Towers that they are 
supporting will shut down as well. 


Relay Bunker 


Cost: 50 

Hitpoints: 5000 


Armor: High 

Power Cost: 1 
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Armory 


Cost: 70 

Hitpoints: 5000 


Armor: High 

Power Cost: 1 


Requirements: 

Factory 

Restrictions: 

You must place the Armory adjacent to your base. 

Notes: 

The Armory will provide you with advanced weaponry both from the point of 
construction at your Factory to in the field needs. Familiarize yourself with your 
Armory. 


Service Bay 

Cost: 50 Armor: High 

Hitpoints: 5000 Power Cost: 1 

Requirements: 

Factory 

Restrictions: 

You must place the Service Bay adjacent to your base. 

Notes: 

The Service Bay allows for the construction of Service Trucks to repair your 
base. It also is capable of repairing and rearming your vehicles when they have 
either spent their ammo or have been damaged. 
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Gun Tower 


Cost: 50 

Hitpoints: 5000 


Armor: High 

Power Cost: 1 


Requirements: 

Power Relay 


Restrictions: 

You must place the Gun Tower adjacent to a Relay Bunker. 


Notes: 


Gun Towers require placement near Relay Bunkers to function. Gun Towers 
prove more effective when placed at choke points on a map. Because of this, 
you will do much better if you learn where to place Relay Bunkers, to provide for 
the most effective Gun Tower placement. 


Requirements: 

Relay Bunker, Armory 

Restrictions: 

You must place the Training Facility adjacent to your base. 

Notes: 

Unless you need to use Bombers or the APC, the Training Facility will generally 
prove impractical to construct. In most cases the extra Tank that you can 
purchase with the 70 scrap will benefit you more. 


Training Facility 


Cost: 70 

Hitpoints: 5000 


Armor: High 

Power Cost: 1 
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Tech Center 


Cost: 1 00 

Hitpoints: 5000 


Armor: High 

Power Cost: 1 


Requirements: 

Armory, Service Bay 


Restrictions: 

You must place the Tech Center adjacent to your base. 


Notes: 


The Tech Center allows the construction of the more advanced weapons and 
units. Most games, however, should not last long enough for you to begin to 
produce these units, so the Tech Center, for the most part, will not be used. 
Construct it only if you really need the extra firepower. 


Bomber Bay 

Cost: 100 Armor: High 

Hitpoints: 5000 Power Cost: 1 

Requirements: 

Training Facility 

Restrictions: 

You must place the Tech Center adjacent to your base. 


The Bomber Bay will give you control of the ISDF Bomber. This is probably the 
most devastating unit in the ISDF forces because it is hard, for the Al, to destroy 
and can do some serious damage to the enemy base. The Bomber will need you 
to paint targets for it, however. Therefore you will need to get close enough to 
the enemy to order the Bomber to attack the desired structure. Do not waste 
time by having the Bomber attack units. 


Notes: 
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Unit Information 


Scion Units - From the Matriarch 


Scavenger 

Craft Type: Treaded Speed: Slow Armor: Heavy Cost: 20 

Turn Rate: Low 

Hull Capacity: 

Ammo Capacity: 

Image Signature: 

Heat Signature: 

Radar Signature: 

Hardpoints 

None 

Strategic Info 

Against - Scavengers take a lot of hits to kill. Typically use rockets or Cannons 
against them, and pound them hard. Do not worry about killing them before they 
deploy as, unlike in most games, they will not regain their HP once they turn into 
an Extractor. 

Using - When using the Scavenger it is vital to field it quickly. It is generally 
recommended to have your first Scavenger pick up any lose scrap around your 
base, and then deploy on a scrap pool. If there is not any then have it deploy on 
the closest scrap pool. You will usually want to construct a total of 4-5 of these. 


3000 

0 

300% 

500% 

200% 

Default Options 


Scout 


Craft Type: Hover Speed: Fast Armor: None 

Turn Rate: High 


Cost: 42 


Hull Capacity: 1200 

Ammo Capacity: 2000 
Image Signature: 300% 
Heat Signature: 200% 

Radar Signature: 10% 
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Hardpoints 

1 Cannon (C) 
1 Special 
1 Shield 


Default Options 

Plasma Cannon 
Solar Flare 
>Empty< 


Strategic Info 

Against - These units fight much the same way that the Scion Sentry does, 
however their main weapon does more damage. Because of this it is important 
to keep moving while you are firing at them, but always keep your guns trained 
on them, as they do try to avoid being in your firing range, even if it means losing 
their lock on you. Always remember though, the Scout moves VERY fast. 


Using - When you are in a Scout use the same strategies as you would a Scion 
Sentry, just remember that if you miss with a shot it will deplete your ammo faster 
than if you missed with one Sentry shot. 


Guardian 


Craft Type: Hover Speed: Slow Armor: Light Cost: 45 

Turn Rate: Medium 


Hull Capacity: 2500 

Ammo Capacity: 3000 
Image Signature: 100% 
Heat Signature: 10% 

Radar Signature: 10% 


Hardpoints 

2 Guns (A) 


Default Options 

Ion Gun II 


Strategic Info 

Against - When attacking Guardians you will usually not need to worry. Since 
Guardians are limited to Ion Guns, for practicality, if you are in a Tank you should 
be able to take two out without needing to repair or Rearm. If they are in greater 
numbers you will need to watch out and try to put the one you are attacking 
between you and the rest. 


Using - Try not to use Guardians. If you end up in a Guardian it is usually 
because your Tank got destroyed and you’ve now sniped a guardian and are 
fleeing back to base because it’s quicker than on foot. If this is the case than flee 
quick. Otherwise guard those who come at you, but it is a gigantic waste of time 
as Guardians and Turrets are some of the few units that the Al uses well. 
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Hauler 


Craft Type: Hover Speed: Slow Armor: Light Cost: 30 

Turn Rate: Low 

Hull Capacity: 

Ammo Capacity: 

Image Signature: 

Heat Signature: 

Radar Signature: 

Hardpoints 

None 

Strategic Info 

Against - Haulers move slow and have light armor. Do not worry so much about 
them, but worry about those who guard them. 

Using - You will not be able to actually get in a Hauler, only order them. On 
most missions where you need a Hauler you will need to guard your Hauler 
VERY well. 


2500 

1200 

200% 

10 % 

200% 

Default Options 


Builder 


Craft Type: Walker Speed: Slow Armor: Heavy Cost: 40 

Turn Rate: Medium 


Hull Capacity: 2000 

Ammo Capacity: 0 
Image Signature: 200% 
Heat Signature: 100% 

Radar Signature: 200% 


Hardpoints Default Options 

None 


Strategic Info 

Using - Builders allow you to construct your base and to upgrade your 
Extractors. They can be difficult to use, however, as you need to be at your base 
telling them what to do, for them to be capable of doing anything. It is also 
important, that when you are upgrading Extractors, that you guard your Builders 
well. 
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Against - Attack Builders the same way that you would attack a Hauler. 
Remember that Builders are harder to take down, so if you need to stop them 
ASAP then do so right away, otherwise destroy the units guarding them first. 


Healer 


Craft Type: Treaded 
Turn Rate: High 

Hull Capacity: 3000 

Ammo Capacity: 1200 
Image Signature: 100% 

Heat Signature: 10% 

Radar Signature: 0% 

Hardpoints 

None 

Strategic Info 

Against - Healers can pose a huge problem when they are backing up Gun 
Spires or other heavy units. If they are, then take the Healers out first because 
they will only make the Gun Spires, or other units, more difficult to destroy. 

Using - Healers can be some of your most helpful assistants. They can make 
heavy units harder to kill, and make defensive structures impossible. Use them 
to backup Gun Spires, or have them follow the slower moving heavy units. Do 
not waste time having them backup Warriors. Since the main advantage that 
Warriors and the other faster units have is their speed and maneuverability, 
Healers will only slow them down and make them less effective. 


Speed: Slow Armor: Light Cost: 50 


Default Options 


Service Pod 


Craft Type: N/A 
Turn Rate: N/A 

Hull Capacity: 
Ammo Capacity: 
Image Signature: 
Heat Signature: 
Radar Signature: 


Speed: N/A 


150 

0 

100% 

100% 

100% 


Armor: None 


Cost: 2 


©2000 




All Rights Reserved 



Hardpoints 

None 


Default Options 


Strategic Info 

Against - Most opponents use Service Pods to repair and rearm in a pinch. 
Because of this destroying their Service Pods, since they only take a few hits, 
can cripple the non-AI player’s defense during an assault, letting you destroy 
them easier. 

Using - Service Pods are only good for a quick rearm and repair near base. It is 
wise to keep 5-10 of them at your Recycler for that quick repair when you really 
need it, otherwise ignore them and use the Dower. 


Scion Units - From the Forge 


Sentry 


Craft Type: Hover 
Turn Rate: Variable 


Speed: Fast 


Armor: None 


Cost: 50 


Hull Capacity: 
Ammo Capacity: 
Image Signature: 
Heat Signature: 
Radar Signature: 

Hardpoints 

2 Guns 
1 Special 
1 Shield 


2000 

2500 

250% 

50% 

30% 


Default Options 

Ion Guns / Ion Guns 

Seeker 

>Empty< 


Strategic Info 

Against - When facing these units it is important to know just how fast they are. 
Sentries have a tendency to move out of the way when they are being fired upon. 
While their dodging may seem like a disadvantage, it can be used as an 
advantage. When a Sentry moves out of the way they tend to turn, then move, 
then turn again somewhere else to face you and start firing at you. If you keep 
your guns trained on them, and fire a bit ahead of them, you should be able to 
continuously hit them while they keep trying to move out of your firing range. 
After a few hits you should be able to destroy them. 
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Using - These buggers move fast. It is because of their speed that they can 
have a great advantage. It is not hard, in fact, to take down even an ISDF siege 
tank with one of these. When using the Sentry use their speed to your 
advantage. Get in close to the enemy and run circles around them by constantly 
turning while strafing in the same direction you are facing. By doing this you 
should be able to keep your guns trained on the enemy the whole time you are 
running circles around them. So long as you fire, it won’t be long until the enemy 
has been destroyed. 


If the enemy that you are facing is as maneuverable as you are try to still use this 
strategy, as you will typically be able to keep ahead of their guns, and they 
should miss you. 


Lancer 


Craft Type: Hover Speed: Medium Armor: Light 

Turn Rate: Fast 


Hull Capacity: 2000 

Ammo Capacity: 3000 
Image Signature: 75% 
Heat Signature: 200% 

Radar Signature: 50% 


Hardpoints 

1 Rocket 
1 Special 
1 Shield 


Default Options 

Stinger Missile / Swarm Launcher 
>Empty< 

>Empty< 


Cost: 55 


Strategic Info 

Against - Lancers are vicious enemies to face. They move reasonably fast, and 
they have rapid-fire heat sinking missiles. Because of this you will need to 
constantly move, use a strafing motion and you should be able to avoid the 
Missiles. While dodging, keep pointed at them and firing and you should destroy 
them without much hassle. 


Using - Lancers were built to take out Turrets and Gun Towers. Be cautious 
when using them, however, as it is easy to stray within range. It is also important 
that you avoid firing into a battle that involves your units. The reason for this is 
because the Stinger Missiles will go for the closest heat source - even your own 
men. Simply be cautious, however, and you should find the Lancer to be an 
incredibly effective weapon. Morphing and using the Swarm Launcher is also 
very effective against structures. 
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Warrior 

Craft Type: Hover 
Turn Rate: Variable 

Hull Capacity: 3500 

Ammo Capacity: 3000 
Image Signature: 250% 

Heat Signature: 200% 

Radar Signature: 50% 

Hardpoints 

1 Cannon 

2 Guns 
1 Special 
1 Shield 

Strategic Info 

Against - Warriors are vicious. They are harder to fight than ISDF Tanks, and 
they can morph and cause serious damage to your base or Extractors. When 
fighting against them beware of their Plasma Cannon and avoid it when possible, 
otherwise keep your guns trained on them and keep firing. If you are using a unit 
with a Mortar, you may want to squeeze off a few rounds before they are within 
range, and let them come to you. 

Using - Once again, Warriors are vicious. They are probably the best all around 
unit in the game. They are highly versatile, and equipping them with a Shield can 
make them quite difficult to destroy. Warriors fight best modified, use the default 
Cannon and Guns, however adding a Static Charge and Deflector Shield in the 
Special and Shield slots can make them all but impossible to destroy. 


Archer 

Craft Type: Flying Speed: Low Armor: None Cost: 65 

Turn Rate: Low 

Hull Capacity: 1000 

Ammo Capacity: 2000 
Image Signature: 10% 

Heat Signature: 1000% 

Radar Signature: 0% 


Speed: Variable Armor: None Cost: 55 


Default Options 

Plasma Cannon / Plasma Stream 
Ion Guns / Ion Guns II 
>Empty< 

>Empty< 



©2000 




All Rights Reserved 



Hardpoints 

1 Mortar 


Default Options 

Howitzer 


Strategic Info 

Against - Archers can be tricky because they can hide in some of the most 
difficult to reach places, and drop mortars upon your base. When you are having 
a problem with Archers find out where they are, and take something like a Scout, 
that will have an easier time jumping to where they are hiding. 

Using - Because Archers actually fly, instead of just hovering, to their locations; 
they can be placed in some of the most annoying places. When placing Archers, 
it is best to put them on a ledge near the enemy base, higher than is easily 
accessible. Simply hop out of your Warrior and walk up the hill and tell the 
Archers to deploy on the highest peaks, hopefully out of the way of Mortars. 
Once it has been placed you will find that they can be a constant annoyance to 
your foe. 


Mauler 

Craft Type: Walke 
Turn Rate: Low 

Hull Capacity: 

Ammo Capacity: 

Image Signature: 

Heat Signature: 

Radar Signature: 

Hardpoints 

2 Cannons (A) 

Strategic Info 

Against - The Scion Walker is a nasty enemy when they get close to you. They 
have dual Fang Cannons that are capable of ripping your base to shreds. The 
nice thing about them, however, is that they are completely useless at a distance. 
If you are going to be encountering Maulers you should hopefully be able to get 
enough Gun Towers up in time to knock them down. 

Using - Maulers are a waste of scrap if you cannot get them close enough to the 
enemy. Unfortunately this is not always the easiest thing. If you are intent on 
using Maulers then either build a lot of them and send them at once to attack 
your enemies, or send in a small distraction force and have the Maulers come in 
and take out the heavies. 


Speed: Medium Armor: Heavy 


Cost: 70 


4000 

5000 

500% 

100% 

500% 


Default Options 

Fang 
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Titan 


Craft Type: Treaded Speed: Slow Armor: Heavy 
Turn Rate: Medium 


Cost: 90 


Hull Capacity: 5500 

Ammo Capacity: 6000 
Image Signature: 500% 
Heat Signature: 50% 

Radar Signature: 500% 


Hardpoints 

2 Cannons (C) 
2 Guns (C) 


Default Options 

Arc Cannons 
Ion Guns 


Strategic Info 

Against - Titans are nasty. They are capable of taking a far harder pounding 
than ISDF Assault Tanks, and can do more damage. The one failing of the Scion 
Titan is that they do not have the range that Assault Tanks have. Use this one 
failing to your advantage as much as possible. When they are laying siege to 
your base use Gun Towers for defense, coupled with Mortar Bikes. If you hit 
them with Mortars while they are still far away, they will have a hard time ever 
making it to your base. 


Using - While the Arc Cannon is nice, equipping the Titan with the Sonic Blast 
can prove a very dastardly move. The Sonic Blast almost does as much damage 
as an Arc Cannon, but fires much faster. The amount of ammo that the Sonic 
Blast takes up is also far less, giving you a far more shots. Since the Scion Titan 
can take the heat, these extra shots may be needed simply because it can 
survive for so long. 


ISDF Units - From the Recycler 


A few of the strategies for the following units will be like those for the Scion Units. 
This will not, however, be the case for all of them. The reason for this is 
because, for instance, the strategy to use against a Guardian is pretty much the 
same as against an ISDF Turret. There is no real difference. 

Scavenger 


Craft Type: Treaded Speed: Slow Armor: Heavy 

, @hnQHibclll.cm 


Cost: 20 
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Turn Rate: Low 



Hull Capacity: 3000 

Ammo Capacity: 0 
Image Signature: 300% 
Heat Signature: 500% 

Radar Signature: 200% 


Hardpoints Default Options 

None 


Strategic Info 

Against - Scavengers take a lot of hits to kill. Typically use rockets or Cannons 
against them, and pound them hard. Do not worry about killing them before they 
deploy as, unlike in most games, they will not regain their HP once they turn into 
an Extractor. 


Using - When using the Scavenger it is vital to field it quickly. It is generally 
recommended to have your first Scavenger pick up any lose scrap around your 
base, and then deploy on a scrap pool. If there is not any then have it deploy on 
the closest scrap pool. You will usually want to construct a total of 4-5 of these. 


Turret 


Craft Type: Hover 
Turn Rate: Medium 


Speed: Medium Armor: Light 


Cost: 40 


Hull Capacity: 2500 

Ammo Capacity: 3000 
Image Signature: 100% 
Heat Signature: 10% 

Radar Signature: 10% 

Hardpoints 

2 Guns (A) 


Default Options 

Miniguns 


Strategic Info 

Against - When attacking Turrets you will usually not need to worry. Since 
Turrets tend to only use Miniguns, if you are in a Warrior you should be able to 
take two out without needing to repair or Rearm. If they are in greater numbers 
you will need to watch out and try to put the one you are attacking between you 
and the rest. 
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Using - Turrets, unlike Guardians, have a few more options for weaponry. 
When you are constructing them, it can be an immense help to arm your Turrets 
with Pummel guns. You will find that they will be far more effective then, and that 
they will cause more damage. If you plan to put a group of Turrets together, you 
may choose Lasers instead. Otherwise the Pummel will be the best choice. 


Scout 


Craft Type: Hover Speed: Fast Armor: None Cost: 50 

Turn Rate: Low 


Hull Capacity: 1800 

Ammo Capacity: 1500 
Image Signature: 300% 
Heat Signature: 50% 

Radar Signature: 30% 


Hardpoints 

2 Guns (C) 

1 Rocket (C) 
1 Special 


Default Options 

Miniguns 
FAF Missile 
>Empty< 


Strategic Info 

Against - Scouts move fast. They fight a lot like the Scion version, except that 
they are a bit harder to deal with as their FAF Missiles do enough damage, and 
are capable of locking onto you. Take them out early, however if they have a 
Tank as a wingman you will want to focus on that first. A Scout can be annoying, 
but they are nothing compared to a Tank, or some of the ISDF’s stronger units. 


Using - For the most part Scouts are early harassment units, and after that you 
can forget that they exist. For the most part, however, by the time that you are 
able to build Scouts, you should have enough scrap to invest in a factory so you 
can start pumping out Tanks. 


Tug 

Craft Type: Hover Speed: Slow Armor: Light Cost: 45 

Turn Rate: Low 
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Hull Capacity: 2500 

Ammo Capacity: 0 
Image Signature: 200% 
Heat Signature: 10% 

Radar Signature: 200% 


Hardpoints Default Options 

None 


Strategic Info 

Against - Tugs are lightly armored and easy marks. When facing them, the 
more pressing issue is typically the units that may be guarding the Tug. If, 
however, the contents of the Tug are overly important, you may wish to destroy it 
first. 


Using - The Tug will probably be one of your least-used units, if not the least 
used. When going through the single-player mission you will need them a few 
times, but these are probably the only times in which you will require the use of 
your Tug. As you will not be able to control them directly, it will be important to 
guard them well when you do need it. 


Constructor 


Craft Type: Walker Speed: Slow Armor: Heavy Cost: 40 

Turn Rate: Medium 


Hull Capacity: 

Ammo Capacity: 

Image Signature: 

Heat Signature: 

Radar Signature: 

Hardpoints 

None 

Strategic Info 

Against - Constructors are non-offensive units, however they can pose a 
problem when assaulting a base. After you have taken out any gun towers that 
are guarding a base, it is usually a good idea to take out the Constructors too. 
The reason for this is because the Constructor that is neglected has a nasty way 
of being the one that constructs a Gun Tower behind you, trapping you. 


2000 

0 

200%% 

100% 

200% 

Default Options 
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Using - Constructors provide the primary means of constructing your base and 
upgrading Extractors. Because of this you will want to guard them well and not 
let them fall into the sights of an enemy’s Ion Guns. 


Service Truck 

Craft Type: Treaded Speed: Slow Armor: Light Cost: 50 

Turn Rate: High 

Hull Capacity: 

Ammo Capacity: 

Image Signature: 

Heat Signature: 

Radar Signature: 

Hardpoints 

None 

Strategic Info 

Against - Service Trucks tend to backup Gun Towers and Relay Bunkers. 
Because of this it is usually necessary to destroy the Service Truck before you 
are able to actually mount an assault upon a base. 

Using - Service Trucks are slow and cumbersome. Because of this they work 
great either backing up Gun Towers, or some of the slower moving, heavy units 
like the Assault Tank. Do not waste time having them backup your Tanks, as 
they will only take away the speed advantage that your tanks have. 


2500 

1200 

100% 

10 % 

0% 

Default Options 


Service Pod 


Craft Type: Hover Speed: N/A Armor: None 

Turn Rate: N/A 


Hull Capacity: 150 

Ammo Capacity: 0 
Image Signature: 100% 
Heat Signature: 100% 

Radar Signature: 100% 


Hardpoints Default Options 

None 


Cost: 2 


Strategic Info 
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Against - The Service Pods are normally used to backup non-AI pilots that may 
be guarding their Recycler. Because of this it can prove very helpful to divert a 
few shots toward destroying them. 


Using - Service Pods are only good for a quicker repair/rearm when you don’t 
have time to wait for your Service Bay. Because of this you will usually want to 
keep 5-10 on hand to run over and grab really quickly. Otherwise they will not 
prove overly helpful. 


ISDF Units - From the Factory 


Mortar Bike 

Craft Type: Hover 
Turn Rate: High 

Hull Capacity: 1200 

Ammo Capacity: 1000 
Image Signature: 100% 

Heat Signature: 300% 

Radar Signature: 10% 

Hardpoints 

1 Mortar 

Strategic Info 

Against - The Al uses mortar bikes with freakish accuracy, far more than most 
real players are capable of. When you see Mortar Bikes, it is usually a good idea 
to dispatch them, even if heavier units are guarding them. 

Using - The Al is usually fairly capable of using Mortar Bikes, and rarely inflicts 
damage upon themselves by their use. Because of this it is generally better to 
allow your troops to occupy their vehicles, while you direct their course of attack. 


Speed: Fast Armor: None Cost: 


Default Options 

Mortar 


Missile Scout 


Craft Type: Hover Speed: Medium Armor: None Cost: 45 

Turn Rate: Medium 


Hull Capacity: 2000 
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Ammo Capacity: 2500 
Image Signature: 250% 
Heat Signature: 100% 

Radar Signature: 50% 


Hardpoints 

2 Rockets (C) 
1 Special 


Default Options 

Tag Cannon 
Proximity Mine 


Strategic Info 

Against - Missile Scouts are rather annoying, but pose little threat. They are not 
nearly as trying as the Scion Lancers are, and because of this they are far easier 
to dispatch. If heavier units are surrounding them, focus on the heavier units. 


One nice thing about them, however, is once they hit you with their first shot they 
uncontrollably fire again and again in your direction. This can be used to your 
advantage by allowing yourself to get hit, then putting the enemy that you are 
fighting with between the two of you. 

Using - Before producing Missile Scouts, it is a good idea to switch their weapon 
to the Shadower Missile. The reason for this is because with the Shadower 
Missile they are quite capable of taking out Guardians, and even causing Gun 
Spires some problems, due to the super long range. Otherwise you will find little 
use for them, as the Tank is far more useful. 


Tank 


Craft Type: Hover Speed: Medium Armor: Light 

Turn Rate: Low 


Hull Capacity: 
Ammo Capacity: 
Image Signature: 
Heat Signature: 
Radar Signature: 

Hardpoints 

1 Cannon (C) 

2 Guns (C) 

1 Mortar 

1 Special 

Strategic Info 


Default Options 

AT-Stab 

Miniguns 

Mortar 

>Empty< 


3500 

2200 

250% 

200% 

50% 


Cost: 55 
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Against - Tanks are rather nasty, yet not as difficult to deal with as Scion 
Warriors are. Use the same tactic upon them as you would a Warrior. 


Using - While the standard Tank is quite effective, you might have better luck 
using them by modifying them to use a Plasma Cannon, the Pummel Guns, 
Splinter Mortar, and either the Phantom VIR or the Site Camera. The Phantom 
VIR works great against human opponents, however the Site Camera can alert 
you as to when you will be ambushed. 


Rocket Tank 


Craft Type: Treaded 
Turn Rate: High 

Hull Capacity: 3000 

Ammo Capacity: 2500 
Image Signature: 250% 
Heat Signature: 50% 

Radar Signature: 10% 

Hardpoints 

2 Rockets (C) 

1 Rocket (A) 


Speed: Slow Armor: 


Default Options 

Shadower Missiles 
Salvo Rocket 


Heavy Cost: 65 


Strategic Info 

Against - Rocket Tanks hit hard. They also turn fairly rapidly, which can pose 
problems when circling them. The nice thing, however, is that if you are capable 
of getting some sort of cover, you can duck in and out and fire at them pretty 
easily, as they move very slowly. 


Using - When using Rocket Tanks, it is a wise idea to keep a Service Truck or 
two around them. Also consider combining them with Walkers and Assault 
Tanks, as the speeds of all of these vehicles is matched closely enough that they 
can prove nearly impossible for the enemy to deal with. 


Assault Tank 


Craft Type: Treaded Speed: Slow Armor: High Cost: 70 

Turn Rate: Medium 


Hull Capacity: 4500 

Ammo Capacity: 3000 
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Image Signature: 500% 
Heat Signature: 50% 

Radar Signature: 500% 


Hardpoints 

1 Cannon (A) 

2 Mortars 


Default Options 

Plasma 

>Empty< 


Strategic Info 

Against - Assault Tanks are very difficult in groups, however when fighting with 
them one-on-one they are rather easy to take out. Simply circle them CLOSELY, 
as the barrel of their cannon should not be able to move as fast as you, and if 
you fire while you do then they will be unable to hit you while you destroy them. 


There is another nice problem that Assault Tanks have. They can’t fire down. If 
you find a ditch that you can hide in, you can get all the free shots on them that 
you want, and they will be incapable of retaliating. 


Using - Assault Tanks, when they are using the Plasma Cannon, have an 
outrageous range. They can take down enemy Gun Spires without much hassle 
at all. They are also capable of causing serious damage, and since their range is 
so great, they match well against Scion Titans. 


Walker 


Craft Type: Walker Speed: Slow Armor: Heavy Cost: 100 

Turn Rate: Low 


Hull Capacity: 8000 

Ammo Capacity: 6000 
Image Signature: 500% 
Heat Signature: 10% 

Radar Signature: 500% 


Hardpoints 

2 Cannons (C) 

2 Guns (C) 

Strategic Info 

Against - Walkers are vicious, and the Al uses them well. Avoid these 
whenever possible, and when you do have to attack them, bring in 
reinforcements. A lone Walker can occasionally take out 2-3 Warriors. It is best 
to send in your wingman as a pawn, then, while the Walker is concentrating on 
him, sweep in and bury the walker. 


Default Options 

Blast 

Laser 
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Using - While the default setup for the Walker is nice, they become far more 
effective if you switch their cannons from Blast to Plasma. With Plasma cannons 
they can shoot far enough to reach most enemies before they can get close 
enough to do any damage, and they will fire rapidly enough to seriously cripple 
most enemies in a few shots. 


APC 

Craft Type: Flying Speed: ? Armor: Light Cost: 50 

Turn Rate: ? 

Hull Capacity: 

Ammo Capacity: 

Image Signature: 

Heat Signature: 

Radar Signature: 

Hardpoints 

None 

Strategic Info 

Against - APCs are useless against units, but can do serious damage against 
buildings. When you are faced with APCs don’t worry about protecting your 
wingmen, but attack them as soon as possible if you see them while they are still 
heading for your base. APCs, when they attack, drop troops with Rocket 
Launchers around them and then they begin to assist the troops with attacking 
the structure. 

Using - Because APCs are so non-effective against units, don’t bother having 
them attack a unit. To use them effectively, group a few APCs together and, 
when you are laying siege to the Scion base, order the APCs in to take out their 
Recycler while they are unable to stop it. 


3000 

0 

50% 

1000% 

0% 

Default Options 


Bomber 


Craft Type: Flying 
Turn Rate: ? 


Speed: ? Armor: None 


Cost: 75 


Hull Capacity: 2000 

Ammo Capacity: 5000 
Image Signature: 50% 
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Heat Signature: 1000% 

Radar Signature: 0% 

Hardpoints Default Options 

None 

Strategic Info 

Against - Bombers are nasty. Your Gun Spires, and most of your offensive 
units, will ignore them completely. It is rather ridiculous that they do ignore them, 
however, as even a Warrior is capable of taking out a Bomber if they can get 
high enough on a hill. There is no reason at all that Gun Spires can’t hit them. 
However, because your troops and your base ignore them... it is very important 
that you take them out as soon as you are able to. 

Using - When you are the ISDF use your Bomber constantly. NEVER stop 
using it. Every now and then get close enough to the enemy base that you can 
paint a target for the Bomber, and have the Bomber destroy that target. If you 
can, paint their Recycler or Matriarch. 
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Weaponry Information 


Having found the information provided in the manual far more than lacking, this 
section was absolutely necessary for me to develop. You will find every weapon 
available in the game here, along with detailed information on each, even more 
than is provided by looking at a weapon’s information in game. I am someone 
who is very picky about statistics, so to say “moderate” regarding damage simply 
would not do. 


ISDF Weaponry 

You will notice that the weapons that follow give you numerical values for Ammo 
and Damage. While there is no way to get the exact values for these, the 
following is rather accurate for practical purposes. 

Damage was calculated as follows, against an ISDF Tank. 

The ISDF Tank has a hull capacity of 3500. In game, however, it displays your 
damage by %. Because of this it follows that 1% is equal to 35 points of 
damage. After calculating the amount of damage done by each % lost, the rest 
is easy. I fired each weapon, at point blank range, at two tanks, checking the 
damage done to each. After a while I found out that the damage done to each 
was equal, however I continued to double check to make sure. 

While some weapons may have splash damage, that varies, there is no direct 
way to calculate this. There is also no way, that I found, to take into account 
armor. The one thing that this will give you is a good perception of how much 
damage you can expect each weapon to do, as a basis for comparison. 

Ammo has a far simpler calculation method. The Tank was used to determine 
the Ammo capacity of the Combat weapons that can be equipped on Tanks. The 
Rocket Tank was used for all Rocket Calculations, the Assault Tank was used for 
Assault Cannons, and the Turrets were used for calculating the ammo capacity 
for each of the Assault Guns. 

To use the ISDF Tank as an example, here is how Ammo was calculated. The 
ISDF Tank has an ammo capacity of 2200. The standard AT-Stab will give you 
200 shots. Therefore if you divide 2200 by 200, you will find that each shots 
takes up 1 1 ammo points. Any remainder is rounded up, since you cannot have 
partial shots. 
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With these two calculations you should be able to figure out, on paper, how many 
shots with any given weapon you will have in any given unit. 

Guns 


Minigun 


Mode: 

Combat 

Type: Projectile 

Range: 100 

Mode: 

Assault 

Type: Projectile 

Range: 150 

Chaingun 


Mode: 

Combat 

Type: Projectile 

Range: 105 

Mode: 

Assault 

Type: Projectile 

Range: 120 

Pummel 


Mode: 

Combat 

Type: Projectile 

Range: 100 

Mode: 

Assault 

Type: Projectile 

Range: 100 

Laser 

Mode: 

Combat 

Type: Energy 

Range: 120 

Mode: 

Assault 

Type: Energy 

Range: 100 


Cannons 


At -Stab 


Mode: 

Combat 

Type: Projectile 

Range: 100 

Mode: 

Assault 

Type: Projectile 

Range: 150 

Plasma 


Mode: 

Combat 

Type: Energy 

Range: 200 

Mode: 

Assault 

Type: Energy 

Range: 260 


Fire Rate: High 

Cost: 1 0 

Damage: 35 
Fire Rate: High 

Ammo: 3 

Damage: 35 

Ammo: 3 

Fire Rate: High 

Cost: 20 

Damage: 35 

Fire Rate: High 

Ammo: 5 

Damage: 35 

Ammo: 4 

Fire Rate: Moderate 

Cost: 20 

Damage: 280 
Fire Rate: High 

Ammo: 20 

Damage: 350 

Ammo: 30 

Fire Rate: Low 

Cost: 20 

Damage: 315 

Fire Rate: Moderate 

Ammo: 20 

Damage: 70 

Ammo: 6 


Fire Rate: 

High 

Cost: 1 0 

Damage: 

140 

Ammo: 11 

Fire Rate: 

High 


Damage: 

140 

Ammo: 15 


Fire Rate: 

Moderate 

Cost: 20 

Damage: 

210 

Ammo: 31 

Fire Rate: 

Moderate 


Damage: 

543 

Ammo: 40 
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SP-Stab 


Mode: 

Combat 

Type: Projectile 

Range: 120 

Mode: 

Assault 

Type: Projectile 

Range: 150 

Pulse Stab 


Mode: 

Combat 

Type: Explosive 

Range: 100 

Mode: 

Assault 

Type: Explosive 

Range: 200 

Blast 

Mode: 

Combat 

Type: Energy 

Range: 150 

Mode: 

Assault 

Type: Energy 

Range: 250 

MAG 

Mode: 

Combat 

Type: Energy 

Range: Varies 

Mode: 

Assault 

Type: Energy 

Range: Varies 


Rockets 

FAF Missile / Hornet Rocket 

Mode: Combat Type: Explosive 

Range: 150 

Mode: Assault Type: Explosive 

Range: 400 

TAG Cannon / Comet Cruise * 

Mode: Combat Type: Explosive 

Range: 150 

Mode: Assault Type: Energy 

Range: 300 


Fire Rate: Moderate 

Cost: 20 

Damage: 210 
Fire Rate: Moderate 

Ammo: 17 

Damage: 595 

Ammo: 15 

Fire Rate: Moderate 

Cost: 20 

Damage: 245 
Fire Rate: Moderate 

Ammo: 15 

Damage: 210 

Ammo: 30 

Fire Rate: Low 

Cost: 20 

Damage: 525 

Fire Rate: Low 

Ammo: 200 

Damage: 665 

Ammo: 300 

Fire Rate: Varies 

Cost: 30 

Damage: 105^ 

Fire Rate: Varies 

Ammo: Varies 

Damage: 175 ^ 

Ammo: Varies 


Fire Rate: High 

Cost: 20 

Damage: 70 
Fire Rate: Low 

Ammo: 200 

Damage: 875 

Ammo: 125 

Fire Rate: High 

Cost: 20 

Damage: 315 

Fire Rate: Low 

Ammo: 40 

Damage: 2100 

Ammo: 1000 


* - To use the Comet Cruise it is necessary to target your enemies, you cannot 
simply use the fire button. 
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Shadower Missile / Salvo Rocket 


Mode: Combat 

Type: Explosive 

Fire Rate: 

Moderate 

Cost: 20 


Range: 800 

Damage: 

210 

Ammo: 100 

Mode: Assault 

Type: Explosive 

Fire Rate: 

Low 


Mortars 

Range: 175 

Damage: 

1295 

Ammo: 90 

Mortar 

Mode: All 

Type: Explosive 

Fire Rate: 

Moderate 

Cost: 40 


Range: 200 

Damage: 

420 

Ammo: 50 

MDM Mortar * 

Mode: All 

Type: Explosive 

Fire Rate: 

Moderate 

Cost: 40 

Splinter Mortar 

Range: 200 

* 

Damage: 

560 

Ammo: 31 

Mode: All 

Type: Projectile 

Fire Rate: 

Moderate 

Cost: 40 


Range: 200 

Damage: 

560 

Ammo: 100 

* = These mortars actually travel further as they bounce twice. 

Mines 


Solar Flare 

Mode: All 

Type: Energy 

Fire Rate: 

0 

Cost: 20 

Proximity Mine 

Range: 0 

* 

Damage: 

490 

Ammo: 114 

Mode: All 

Type: Energy 

Fire Rate: 

0 

Cost: 20 


Range: 50 

Damage: 

Varies 

Ammo: 57 

* The Proximity Mine’s damage varies 
explodes. 

with how close you are to it when 

M - Courtain 

Mode: All 

Type: None 

Fire Rate: 

0 

Cost: 20 


Range: 0 

Damage: 

None 

Ammo: 114 

MITS Mine 

Mode: All 

Type: None 

Fire Rate: 

0 

Cost: 20 
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Ammo: 228 

Special 

Site Camera 

Mode: Special Type: Special Ammo: Varies Cost: 20 

The Site Camera allows the user to see through obstacles, and even the ground. 
The only thing that shows up is enemy units and structures, allowing you to spot 
ambushes. 

Red Field 

Mode: Special Type: Anti-Radar Ammo: Varies Cost: 20 

The Red Field renders you invisible to enemy radar, however you will still be 
visible. 

Phantom VIR 

Mode: Special Type: Invisibility Ammo: Varies Cost: 20 

While leaving you visible on radar, the Phantom VIR will render you invisible. 
The Al will still be able to hit you with a startling accuracy, however most real 
players will have some measure of difficulty. 



Range: 0 Damage: None 


Pilot * 


Pulse / Sniper Rifle 


Mode: Combat 

Type: ? 

Fire Rate: High 

Cost: 

30 


Range: ? 

Damage: 35 

Shots: 

100 

Mode: Assault 

Type: ? 

Fire Rate: Low 




Range: ? 

Damage: 70 

Shots: 

1 

Rocket Launcher / Bazooka 




Mode: Combat 

Type: ? 

Fire Rate: Moderate 

Cost: 

30 


Range: ? 

Damage: 210 

Shots: 

4 

Mode: Assault 

Type: ? 

Fire Rate: Low 




Range: ? 

Damage: 1330 

Shots: 

1 

Concussion 

Mode: Combat 

Type: ? 

Fire Rate: Low 

Cost: 

30 


Range: ? 

Damage: 420 

Shots: 

3 

Booster Pack 

Mode: Combat 

Type: Propulsion 

Fire Rate: Low 

Cost: 

30 


Range: N/A 

Damage: 0 

Uses: 

1 
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* = Due to a bug in the game, finding out the range and exact type of each 
weapon proved impossible. The type was impossible because not all are what 
you would believe them to be. 

Scion Weaponry 


The Scion Weaponry was calculated in much the same manner as the ISDF 
Weaponry was calculated. The one difference, however, is that for the Scions I 
used a Scion Warrior, instead of the ISDF Tank. The Warrior has the same Hull 
Capacity as the ISDF Tank, so like before each % is equal to 35. 

The Scion Warrior was also used to calculate the ammo cost of all the Guns, 
Cannons, Mines, Specials, and Shields. To calculate the ammo cost of Rockets 
a Lancer was used, and for Mortars an ISDF Mortar Bike was used. While the 
Mortar Bike is not a Scion unit, the ammo cost should be roughly the same. 

Once again, this is not meant to be exact. Without Pandemic Studios actually 
giving the fans the exact information that people thrive on there is no way to 
know the exact values. This is simply meant to be a guide, to enlighten the 
reader when they wish for a rough comparison of the weaponry of Battlezone 2, 
but want more than “High”, “Medium”, or “Low”... which tells the gamer 
absolutely NOTHING. 


Guns 

Ion Gun / Ion Gun II 


Mode: 

Combat 

Type: Energy 

Fire Rate: 

Moderate 

Cost: 20 



Range: 100 

Damage: 

70 

Ammo: 3 

Mode: 

Assault 

Type: Energy 

Fire Rate: 

Moderate 




Range: 150 

Damage: 

105 

Ammo: 3 

EMP Lockdown / EMP Stream * 




Mode: 

Combat 

Type: None 

Fire Rate: 

Moderate 

Cost: 20 



Range: 100 

Damage: 

None 

Ammo: 150 

Mode: 

Assault 

Type: None 

Fire Rate: 

Moderate 




Range: 50 

Damage: 

None 

Ammo: 599 


* = When testing the EMP Stream we could find no effect whatsoever. When 
using the EMP Lockdown, however, the vehicle that is hit will move slowly for 
approximately 3 seconds. Also, while it mentions that this weapon does damage 
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in the game, I’ve found that even after 20 shots I am still at 100%. I have 
therefore disregarded this as miniscule, if there is any done at all. 


Cannons 


Plasma Cannon / Plasma Stream 


Mode: 

Combat 

Type: Energy 

Fire Rate: High 

Cost: 20 



Range: 100 

Damage: 105 

Ammo: 10 

Mode: 

Assault 

Type: Energy 

Fire Rate: Continuous 




Range: 40 

Damage: 70 

Ammo: 3 

Sonic Blast / Sonic Wave * 



Mode: 

Combat 

Type: Energy 

Fire Rate: High 

Cost: 20 



Range: 100 

Damage: 420 

Ammo: 30 

Mode: 

Assault 

Type: None 

Fire Rate: Continuous 




Range: 40 

Damage: 0 

Ammo: 10 


* = Instead of causing damage, the Sonic Wave pushes vehicles away from you. 
This is more useful than it may sound. For instance, by using it you could push 
enemy tanks into water, or even push your builder to a site as fast as you are 
capable of moving. Because of this it can be very useful to equip this on a Scout, 
and then move the builders around at your max speed, instead of waiting years 
for them to move across the map. 


Quill Cannon / Fang Cannon 

Mode: Combat Type: Projectile 

Range: 120 

Mode: Assault Type: Projectile 

Range: 50 

Arc Cannon / Arc Stream 

Mode: Combat Type: Energy 

Range: 175 

Mode: Assault Type: Energy 

Range: 100 


Fire Rate: 

Low 

Cost: 

20 

Damage: 

315 

Ammo: 

35 

Fire Rate: 

Low 



Damage: 

805 

Ammo: 

300 


Fire Rate: 

Low 

Cost: 

30 

Damage: 

525 

Ammo: 

100 

Fire Rate: 

Continuous 



Damage: 

105 

Ammo: 

150 


Rockets 

Stinger Missile / Swarm Launcher 

Mode: Combat Type: Explosive Fire Rate: High Cost: 20 

Range: 200 Damage: 70 Ammo: 10 
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Mode: Assault 

Type: 

Explosive 


Range: 

100 

Multi - Lock / Wasp 


Mode: Combat 

Type: 

Explosive 


Range: 

800 

Mode: Assault 

Type: 

Explosive 


Range: 

200 

Mortars * 



Howitzer 

Mode: All 

Type: 

Explosive 


Range: 

400 

Acid Cloud 

Mode: All 

Type: 

Corrosive 


Range: 

400 

Resin 
Mode: All 

Type: 

Corrosive 


Range: 

50 

Popper 

Mode: All 

Type: 

Explosive 


Range: 

200 


Fire Rate: Charge 


Damage: 385 - 1785 Ammo: Varies 

Fire Rate: Moderate 

Cost: 20 

Damage: 280 
Fire Rate: Low 

Ammo: 25 

Damage: 595 

Ammo: 100 


Fire Rate: 

Low 

Cost: 

20 

Damage: 

455 

Ammo: 10 

Fire Rate: 

Low 

Cost: 

30 

Damage: 

Varies 

Ammo: 100 

Fire Rate: 

Continuous Cost: 

30 

Damage: 

120 

Ammo: 1 

Fire Rate: 

Moderate 

Cost: 

20 

Damage: 

420 

Ammo: 20 


* = The last two, the Resin and Popper are rather funny additions to the Scions 
Mortar collection. The popper does not have enough range to be practical in 
most circumstances, and the Resin simply does not. As a base is usually 
guarded by Gun Towers, or SOMETHING, it is highly impractical to have your 
Archers come in with Resin, as they need almost point blank range. If the ISDF 
had Resin it would make sense, however, as the Mortar Bikes would be freaky 
with it. 


Mines 


Proximity Mine 

Mode: All Type: Energy 

Range: 50 


Fire Rate: 0 
Damage: Varies 


Cost: 20 

Ammo: 15 
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Solar Flare * 

Mode: All Type: Energy Fire Rate: 0 Cost: 1 

Range: 0 Damage: 490 Ammo: 30 

* = The cost of the Solar Flare is probably a bug and may be fixed in a later 
patch, however for now the cost is accurate. 


Seeker 
Mode: All 

Type: Energy 

Fire Rate: 0 

Cost: 20 


Range: 0 

Damage: 280 

Ammo: 30 

Special 




Blink Device 

Mode: Special 

Type: Special 

Ammo: Varies 

Cost: 20 


The Blink Device is a rather strange special. This device allows you to warp a 
variable distance in the direction that you are facing. By using this I have found 
that most of the time I am warped very close to the edge of the map in the 
direction that I am facing. In other words, I can find myself instantly behind the 
enemy base. 

Static Charge 

Mode: All Type: Energy Fire Rate: Continuous Cost: 20 

Range: 30 Damage: Varies Ammo: 200 


Shields 

Stasis 

Mode: Shield Type: Dual Range: 30 Cost: 20 

The Stasis Shield reduces damage taken from Impact and Energy attacks. 

Deflector 

Mode: Shield Type: Impact Range: 30 Cost: 30 

The Deflector Shield reduces damage taken from Impact attacks. 

Absorption 

Mode: Shield Type: Energy Range: 30 Cost: 30 

The Absorption Shield reduces damage taken from Energy based attacks. 
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Pilot 


Pulse / Sniper 

Mode: Combat 

Type: ? 

Range: ? 

Mode: Assault 

Type: ? 

Range: ? 

Rocket Launcher / Bazooka 

Mode: Combat 

Type: ? 

Range: ? 

Mode: Assault 

Type: ? 

Range: ? 

Grenade 

Mode: Combat 

Type: ? 

Range: ? 

Booster Pack 

Mode: Combat 

Type: Jetpai 

Range: N/A 


Fire Rate: ? 

Cost: 

30 

Damage: 1 

Fire Rate: ? 

Shots: 

50 

Damage: 6 

Shots: 

1 

Fire Rate: ? 

Cost: 

30 

Damage: 1 1 

Fire Rate: ? 

Shots: 

83 

Damage: 3 

Shots: 

20 

Fire Rate: ? 

Cost: 

30 

Damage: 18 

Shots: 

3 

Fire Rate: ? 

Cost: 

30 

Damage: N/A 

Uses: 

1 
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Build Requirements 

This section is provided to give you the EXACT structural requirements for each 
structure, unit, and weapon. For instance, yes, the ISDF Bomber requires the 
Bomber Bay for construction, but does it also require the Training Facility, which 
the Bomber Bay requires? In other words, if your Training Facility gets 
destroyed, will you still be able to replace your Bomber if you need to? 

Use this section as a roadmap to plan out your build order. For instance, if you 
just need some Assault Tanks quickly, don’t build that Armory, it is a waste of 
time. 


The Scion 

Requirements 

Structural 

Structure 

Requirements 

Overseer 

Two Power Lungs, Forge, Antenna 

Power Lung 

None 

Jammer 

Overseer 

Dower 

Power Lung, Forge or Kiln 

Forge 

Two Power Lungs, Kiln 

Matriarch 

None 

Stronghold 

Power Lung, Forge 

Antenna 

Power Lung, Forge or Kiln 

Kiln 

Power Lung 

Gun Spire 

Power Lung 


Units 


Unit 

Scavenger 

Scout 

Guardian 

Hauler 

Builder 

Healer 

Service Pod 

Sentry 


Requirements 

Matriarch 

Matriarch 

Matriarch 

Matriarch 

Matriarch 

Dower, Matriarch, Forge or Kiln 

Matriarch 

Forge or Kiln 
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Lancer 

Warrior 

Archer 

Mauler 

Titan 


Weaponry 

Type 

Guns 

Cannons 


Rockets 

Mortars 


Mines 


Special 

Shields 


Pilot 


The ISDF 


Structural 

Structure 
Bomber Bay 
Relay Bunker 
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Overseer or Antenna, Forge 
Forge 

Overseer, Forge 

Dower, Forge, Stronghold 

Overseer, Forge, Stronghold 


Weapon 

Requirements 

Ion Gun 

Forge or Kiln 

EMP Lockdown 

Antenna 

Plasma Cannon 

Forge or Kiln 

Sonic Wave 

Overseer 

Quill Cannon 

Dower, Forge 

Arc Cannon 

Overseer 

Stinger Missile 

Stronghold, Antenna, Forge or Kiln 

Multi-Lock 

Stronghold, Antenna, Forge or Kiln 

Howitzer 

Stronghold 

Acid Cloud 

Stronghold 

Resin 

Stronghold 

Popper 

Overseer, Forge or Stronghold 

Proximity 

Stronghold 

Solar Flare 

Stronghold 

Seeker 

Dower 

Blink 

Stronghold 

Static Charge 

Stronghold, Antenna, Kiln or Forge 

Stasis 

Dower 

Deflector 

Antenna, Forge or Kiln 

Absorption 

Stronghold, Forge or Kiln 

Pulse 

Stronghold, Overseer 

Rocket Launcher 

Stronghold, Overseer 

Grenade 

Stronghold, Overseer 

Booster Pack 

Stronghold, Overseer 


Requirements 


Requirements 

Training Facility, Power Generator 
Power Generator 
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Service Bay 
Armory 
Factory 
Tech Center 
Training Facility 
Recycler 
Power 
Gun Tower 


Factory, Power Generator 
Factory, Power Generator 
Power Generator 

Service Bay, Armory, Power Generator 
Relay Bunker, Armory, Power Generator 
None 
Recycler 

Relay Bunker, Recycler, Power Generator 


Units 


Unit 

Scavenger 

Turret 

Scout 

Tug 

Constructor 
Service Truck 
Service Pod 
Mortar Bike 
Missile Scout 
Tank 

Rocket Tank 
Assault Tank 
Walker 
APC 
Bomber 


Requirements 

Recycler 

Recycler 

Recycler 

Recycler 

Recycler 

Service Bay, Recycler 
Recycler 

Armory, Factory, Power Generator 

Factory, Power Generator 

Relay Bunker, Factory, Power Generator 

Relay Bunker, Armory, Factory, Power Generator 

Relay Bunker, Service Bay, Factory, Power Generator 

Factory, Tech Center, Power Generator 

Factory, Training Facility, Power Generator 

Bomber Bay, Factory, Power Generator 


Weaponry 


Type 

Weapon 

Requirements 

Guns 

Minigun 

None 


Laser 

Service Bay 


Pummel 

Service Bay 

Cannons 

AT-Stab 

None 


Pulse 

Service Bay 


SP-Stab 

Relay Bunker, Armory 


Plasma 

Service Bay, Armory 


Blast 

Service Bay, Armory, Tech Center 


MAG 

Relay Bunker, Armory, Factory, Tech Center 

Rockets 

TAG Cannon 

None 


FAF Missile 

None 
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Mortars 

Mines 

Special 

Pilot 
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Shadower 

Armory 

Mortar 

Armory 

MDM Mortar 

Armory 

Splinter 

Armory 

Solar 

Armory 

M-Courtain 

Armory 

MITS Mine 

Armory 

Proximity 

None 

Red Field 

Armory 

Phantom VIR 

Armory 

Site Camera 

Armory 

Pulse 

Armory, Tech Center, Power Generator 

Rocket 

Armory, Tech Center, Power Generator 

Concussion 

Armory, Tech Center, Power Generator 

Booster Jet 

Armory, Tech Center, Power Generator 
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Strategies 


The First Key 5 Minutes 

The first 5 minutes of any match will generally determine the outcome. It sounds 
funny, but even when a match lasts 30 minutes, the winner is usually the one 
who took better advantage of the first 5 minutes. 

The very first thing that you need to do is queue the production of one or two 
Scavengers. Most missions have some scrap lying on the ground where you 
start, have the first Scavenger collect this ASAP. While the first Scavenger is 
collecting the scrap, the second should deploy on a Scrap pool. 

Once you have nailed down at least one scrap pool, build another Scavenger 
and have it deploy on another. In the early game, one of the things that can help 
out the most is getting as many scrap pools as you can. You should generally be 
able to get 2-3, and sometimes 4. 

After you have the scrap pools, upgrade them. Battlezone 2 works very 
differently than most games when it comes to scrap management. First one 
Extractor fills up, then another, then another. An upgraded Extractor will fill up 
almost twice as fast, thereby building your scrap income twice as fast. 

You may want to build two Builders or Constructors for this early part of the 
game. Send one of them off to upgrade Extractors while the other builds up the 
base. The nice thing to having two is that while the one that is upgrading 
Extractors is finished, it can build a Gun Tower or Gun Spire near it for defense. 
It is very important, however, that you upgrade your Extractors early as your 
scrap will come in twice as fast for each Upgraded Extractor. 

After you have upgraded your Extractors the next step will change based upon 
the map, and your playing style. It is either advisable to go for a few Gun Towers 
or Gun Spires, or to construct a Kiln or Factory next. If you prefer commanding 
Units to having defenses, then go for the Kiln or the Factory, otherwise put up the 
Gun Spires for defense. In any case, it is typically advisable to build at least two 
Gun Towers / Gun Spires right away near your Matriarch / Recycler to slow down 
the enemy. 


Focus on the Recycler or Matriarch 


The enemy Recycler or Matriarch should ALWAYS be your primary goal. It is the 
one non-replaceable unit in the game. Even if the mission doesn’t end with it 
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being destroyed, like many of the single player missions, the benefit is 
outstanding. 

For instance, once the Matriarch or Recycler has been destroyed the enemy will 
be unable to build more Scavengers. This means that any Extractor that you 
destroy is no longer something that they can replace. Any Constructor or Builder 
will also be non-replaceable. 

When in the single player campaign, destroying the enemy Recycler on missions 
that don’t require it can be the single most beneficial thing that you can do. 
Typically when you destroy an Al’s Recycler the Al will shut down. It sounds 
silly, but it is true. The enemy units will still attack you, but it is like they are on 
defensive mode. They won’t chase after you, and they tend not to back-up those 
around them. So you can pick one off, then go after another. The Al also tends 
to stop building anything. Even if they have a working Factory / Kiln / Forge, the 
Al won’t even use it to produce more units. 

While this is probably a bug, and will probably be patched in a future patch, until 
they do it is a very effective strategy. If nothing else, in multiplayer games this 
will most likely cripple an enemy because not only do many supporting units 
become irreplaceable, but they will not be able to store as much scrap as before 
either, making it very difficult to build some of the more expensive buildings and 
units. 


Hotkey En-Masse 

While it may sound silly to recycle many supporting units that you would have to 
rebuild, right before starting a major assault, it can sometimes be very helpful. 
For instance, if you add units to a group one by one, you will only be able to 
create groups of 5. IF, however, you build 9 units of the same type, then group 
them, they will be able to form one large group rather easily. 

The complete benefit of this is that you can gain control over more units than 
someone who isn’t doing this. Nearly twice as many can be queued like this. If 
you are doing Multi and are trading units back and forth with a partner, this can 
be used to REALLY boost how many you can control. 


Enemy Gun Towers can be Your Friends 

It sounds silly, but it is true. This strategy is only truly effective against the ISDF, 
however. 
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When on foot Gun Towers tend not to fire at you unless you are very close to 
them, or you have fired and alerted them to your presence. Because of this it is 
actually possible to get inside of an ISDF Recycler, for instance. When inside of 
an ISDF Recycler you can then proceed to fire your weapon, and alert the Gun 
Towers to your presence. 


Gun Towers don’t always care if they are firing through friendly units, so long as 
they are able to hit enemy units. Because of this the Gun Towers, if in range of 
the Recycler, will typically try to blast through the Recycler to kill you, and in turn, 
will give you the match. 


This is also effective whenever you are in any structure, even if you are an ISDF 
troop inside a Scion structure near Scion Gun Spires. I recommend trying it out 
sometime. 


Be a Mountain Climber 

Many people consider steep hills, or sharp inclines, to be barriers. Because of 
this they tend to forget to protect these areas of their base. This can be used to 
your advantage If you learn to ‘mountain climb’ in your Tank. 

Most areas in the game, even when they are on top of sharp inclines, can be 
reached while you are still in your tank. Practice jumping and climbing 
occasionally in your Tank. Typically you can even find a way to get behind the 
outer wall on a level, then ride up along the ridges and drop in on an un- 
suspecting base and Pummel them. It isn’t cheap, it is using the terrain to your 
advantage. 

Quite often, near where bases are built, you can even drop onto a ledge behind 
where the enemy might place their Recycler or Matriarch. When this is the case 
you can sometimes even get a bunch of free shots at them, while they are unable 
to reach you. 

It is important, however, to remember that when you are doing this your units will 
most likely not be able to follow you, so be prepared to land in the midst of a 
bunch of enemy forces if they have been holding them back in their base. 
Otherwise there is a chance that you will catch them unaware and do some 
serious damage. 


Move Constantly 
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This is another point that should sound like common sense, but the problem is 
that it isn’t. Many people like to get a target in their sights and then simply fire at 
it, without moving until they get hit a few times. 

When in multi-player sessions you will want to always move. Even in single 
player mode this is a necessity. 

While moving it also helps to act like you are a pogo stick and constantly jump. 
Sometimes, even when the enemy might have hit you otherwise, they will miss 
you while you are in the air. 

While doing this, try to always face the enemy, and spin circles around them. If 
you can keep up jumping and moving circles around them while firing the 
chances of you being hit are greatly reduced. You will find that, by doing this, it 
can be VERY easy for a standard Warrior or ISDF Tank to take out an ISDF 
Assault Tank even. 


The Enemy Base can be the Best Hiding Place 

This is another one of those things that doesn’t make sense at first, however it 
works. If you are able to make it into the enemy base, but find that you are close 
to getting destroyed, it is possible to fit your Tank into most buildings. It appears 
to be a bug, but with a little practice it is easy to do. My favorite is the ISDF 
Recycler. 

Once you have managed to fit yourself into one of the enemy buildings, they will 
have a very hard time hitting you. The other nice thing is that you suddenly get a 
lot of free shots at the enemy building. If they don’t notice you this can last quite 
a while. 


Get the Expensive Stuff BEFORE the Cheap Stuff 

After you have a few Upgraded Extractors, your spending should change. For 
instance, if you have 55 scrap and need a Warrior and a Scavenger, construct 
the Warrior first. 

This might sound counter productive, but this is managing your second resource, 
time, better. For instance, if you have two Upgraded Extractors, then you will 
regain 40 scrap rather fast, but the rest will come at a crawl. If you were to 
purchase the Scavenger first then it would be constructed rather quickly, but 
afterward you would have to wait for a while for the extra 15 scrap to accumulate 
for your Warrior. Waiting for the extra 1 5 scrap will take 45 seconds. 
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On the other hand, if you purchase the Warrior first, then you will only have to 
wait 10 seconds to be able to construct the Scavenger. 
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The Resource Model 


At first look the Resource Model used in Battlezone 2 looks as if it makes sense. 
Each Extractor takes scrap from the planet that you are on, and you can collect 
spare scrap lyying around. 

What doesn’t make sense is that only ONE Extractor is ever active at a time. 
Even in a fantasy realm as Battlezone 2, this does not make sense and is 
counter-intuitive. This does, however, make for a different strategy than most 
games, which is slightly refreshing. 

Your Recycler or Matriarch will store 40 scrap. Standard Extractors or Upgraded 
Extractors will store 20. Matriarchs or Recyclers gain scrap at 1 scrap for every 3 
seconds, Extractors gain scrap at 1 scrap per second, and Upgraded Extractors 
gain scrap at 2 scrap per second. There is also a slight pause in scrap collection 
each time you deploy or upgrade an Extractor. 

Only one of these is ever active at any given time. Upgraded Extractors fill up 
first, then Extractors, then your Recycler. As you can see, it will be far more 
productive if you keep within the range of the Upgraded Extractors. Because of 
this, it is also absolutely essential to upgrade Extractors as early as possible. It 
is also necessary that you guard Upgraded Extractors well, because otherwise 
you will lose precious time and scrap income recovering from their loss. 

As a result of this resource model, destroying the enemy’s Upgraded Extractor 
will be FAR more beneficial than destroying a simple Extractor. When going for 
the enemy base, when you find it impossible to take out the enemy Recycler or 
Matriarch, try taking out their Extractor. 
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Mission List 


Mission # 

Title 

World 

i 

This is Not a Drill 

Pluto 

2 

A Simple S & R 

Pluto 

3 

We Have Hostiles 

Pluto 

4 

Too Hot 

Pluto 

5 

The Dark Planet 

Dark Planet 

6 

The Worm Hole 

Dark Planet 

7 

Through the Looking Glass 

Mire 

8 

Get Help 

Mire 

9 

Rumble in the Jungle 

Mire 

10 

Snow Blind 

Bane 

11 

On Thin Ice 

Bane 

12 

Counter Attack 

Bane 

13 

Payback 

Rend 

14 

Fanning the Fire 

Rend 


Scion Missions 

ISDF Missions 

# 

Title 

World 

# 

Title 

World 

15 

Transformation 

Mire 

15 

A Traitor’s Fate 

Rend 

16 

Ambush 

Mire 

16 

Hole in One 

Core 

17 

Crystals 

Mire 

17 

Core 

Core 

18 

Escort 

Rend 




19 

An Unlikely Rescue 

Bane 




20 

The AAN 

Bane 




21 

Braddock 

Rend 
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Walkthrough 


The Introductory Missions 


Pluto 

Mission 1 - This is Not a Drill 

You will begin Mission 1 inside of a Dropship. Once the doors open Commander 
Shabayev will race forward a little bit and order you, as well as Lt. Simms to 
follow her. Follow after Shabayev ASAP whenever she asks you to follow her 
because she does not like to wait for you. 

At the first stop Shabayev will express a need to stay in tight formation and 
mention that there is an outpost nearby that you need to get to. She will then 
proceed to take off suddenly without any warning. Follow Shabayev as closely 
as possible. 

A little further she’ll stop to speak with Red 1. After a short discourse she will 
take off in a Northwesterly direction. Following after her, she will eventually order 
Simms to take an Eastern route and order you to follow her further. 

Simms will discover a “strange” radar contact. Shabayev will try to cut it off ‘at 
the pass’. This is your first Scion encounter. The contact is a Scion Guardian. 
Take it out with your minigun as soon as it fires at Shabayev and then wait for 
your next order. The pilot might drop on the ground nearby and fire at you. If it 
does, take it out. 

Shabayev will attempt to contact Sky-Eye. She will be unsuccessful, however, 
and will take off to the Northeast. After a little way she will bank hard toward the 
West and head in that direction for a while. 

A little while later you will come to the outpost. The outpost will be, for the most 
part, destroyed. You will stop momentarily at a destroyed ship, and then 
Shabayev will head into the outpost. 

Shabayev will order Simms to make a 200 meter sweep of the area. After 
Simms is gone she will ask you to find the Communications Station. This should 
be the nearest building so hit the "I" key to identify the building and Shabayev will 
come back to you. 
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Shabayev will then request you to enter the Communications Station. Hop out of 
your Scout and run into the building. Once inside you will find Major Manson, 
who has been beaten up pretty badly. He will then request to speak with General 
Braddock, but after he is informed that you are unable to communicate with him 
Manson will alert you that the Scion have already found you. Shabayev will then 
ask you to follow her so after you are done talking with Major Manson run back to 
your ship. Once again, keep close to her because she will leave you behind. 

You will then face two sentries. Kill them, and then follow commander Shabayev 
back to the outpost. When you approach the outpost you will face two more 
Sentries. Pick up some of the ammo or armor as you need and meet up with 
commander Shabayev. 

Shabayev will then dismiss Lt. Simms and ask you to follow her. After a little bit 
Shabayev will ask you to head toward Red 1, telling you that she will stay behind. 

Hover straight at Red 1 . When you reach Red 1 you will find that they are under 
attack by several Sentries. Destroy the sentries and Red 1 will inform you that 
their service truck is some distance off. Follow toward the Service Truck. 

Once you reach the Service Truck have it repair you and then follow it toward 
Commander Shabayev. You will have to defeat 3 Scion Sentries, but you may 
receive help with one of them from Shabayev. 

Once the Scions have been destroyed let the service truck rearm and repair you 
then follow Commander Shabayev back to the outpost and the mission will end. 


Mission 2 - A Simple S & R 


You now know what you are fighting... Monsters. 

The first thing that you need to do is get to a vehicle, as you start Mission 2 
without one. Commander Shabayev orders you to follow her and then takes off 
running, literally. Eventually you will see Shabayev hop into one of 4 ISDF 
Scouts. Get in one of the remaining 3 and Shabayev will begin to teach you a 
little menu navigation. 


The first thing that Shabayev will ask you to do is have the Service Truck follow 
you. Once the Service Truck is following you follow Shabayev. This is actually 
pretty funny, as Shabayev will, after a little bit, stop and tell you that it is 
important to occasionally wait for slower vehicles, and so you wait for the Service 
Truck - this is the only time that Shabayev ever waits for anything. Once the 
truck has arrived she takes off like the wind and never waits again. 
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After a little bit you finally see a new Scion unit - a Scion Builder. DO NOT 
ATTACK THE SCION BUILDER. Instead watch the Builder as it builds a 
Jammer. Once the Jammer has been destroyed, along with several Scion 
Sentries that show up, Shabayev will then become obsessed with following the 
Builder to see where it goes. If you destroy the Builder before this the mission 
will end. 

Yes, it is possible to go after the Scion Builder, and yes, it is possible to destroy 
it, but don’t. If the Builder is destroyed Shabayev is not able to follow it so she 
sits around for hours practically. She simply does not do anything and the 
mission might as well be over. Why is this? It appears as if the scripting on this 
level was FUBAR in some way or another. 

Once you are close enough to Shabayev she will have the Service Truck repair 
her. Before meeting up with her it is a good idea to have the Service Truck repair 
you. Once the Service Truck has repaired Shabayev she will take off after the 
Builder. 

Along the way attack the Builder so it is practically dead, but once again, DO 
NOT KILL IT. After a little way you will come across 3 Scion Sentries and 
another Jammer. Once the Jammer has been destroyed you are finally able to 
kill the Builder. 

Once everything has been destroyed Shabayev will once again leave without 
waiting for you. She will head into the main base. Along the way you will find 
several Scavengers, she will pause here for a bit then continue into the base. 

The main base has been beat to Hell and back. Once you are inside you will find 
two Scion Guardians. Fortunately they have not planted themselves yet so you 
should be able to destroy them without any resistance. 

Shabayev will then return to where you saw the Scavengers and will jump inside 
a Constructor. Cover Shabayev as she returns to the base to construct a Power 
Plant. You will face two Scion Sentries right off and then another Sentry inside 
the base. 

Eventually Shabayev will be able to construct the Power Plant. At this point she 
says something else which is funny. “Power’s back online boys.” Now... who 
exactly the boys are I do not know since you are the only one with her at this 
point, but oh well. This will end Mission 2. 


Mission 3 - We Have Hostiles 
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Mission 3 is rather fun. When you begin Mission 3 Shabayev will ask you to 
check out the underground. Enter the hatch right in front of you and follow 
forward until you come to a T. There is nothing to the right, however to the left 
you will find a Scion Hauler trying to steal a piece of ISDF machinery. Blow up 
the Hauler. At the exit of the caverns you will find two powerups. On your left 
will be a Pummel and on your right you will find a laser. Do not get either of 
these now. 

As soon as the Hauler has been killed, exit the caverns and head to your right. 
On your right you will find an ISDF Tank. Jump out of your Scout and head into 
the Tank. 

Once you are into the Tank grab the Lasers but do not get the Pummel. The 
Pummel is very useless but the Laser is capable of taking out most Scion units in 
one or two shots. 

It is VERY important that you do NOT destroy what the Hauler was taking away 
or the other artifact nearby. If you do then the mission will freeze because 
Shabayev will stop in her tracks and not meet up with you if either of the artifacts 
is destroyed. 

Shabayev will indeed meet up with you, however, providing that you have not 
destroyed either artifact. Once Shabayev reaches you she will enter the tunnels 
and race for the other side, where you started this Mission. 

Once you have arrived near the Power Relay Shabayev will ask that you hop 
inside of it and access the control panel to drop a navigation beacon near Red 1 . 
Ignore Shabayev telling you that they are to the West. If you head to the 
Northeast on the map you will see Red 1 . Drop the Navigation Beacon next to 
them here and then log out. 

After you are back in your tank Shabayev will head off for Red 1 and will tell you 
to guard the base. At this time switch to lasers and be prepared. General 
Braddock will then cut in and inform you that there are two items that CANNOT 
fall into enemy hands. The two items are the ones that you stopped the Hauler 
from getting away with earlier. 

From this point you will have Scions coming at you from two directions: the 
entrance to the base and toward the artifacts. 

The first wave of attack will be two Scion Sentries and two Haulers coming for 
the artifacts. After this encounter have the Service Truck position itself between 
the two sections of the base. Have the Service Truck rearm you after each wave 
of attack. 
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The second wave will also be heading for the artifacts. There will be two Haulers 
and two Scion Sentries. After you take these out Shabayev will contact you to let 
you know that the Armory is at your disposal. Unfortunately there is NO item 
worth getting from the Armory as you are not capable of using Missiles and you 
are already using the best of every other option. 


While the Shallower Missile can be used in the Scout, do not use the Scout, as 
the Tank is far more effective against the Scions. 


The Third wave will come at the main base and will consist of two Scion Sentries. 
Once these have been removed you will face a Scion Scout, a Sentry, and two 
Haulers coming for the Artifacts. Take these out as fast as possible as they 
come on the heels of the third wave. 


The Fifth wave will consist of two Scion Sentries gunning for the Power Relay. 
The Service truck will be able to service the Power Relay if it has been damaged 
heavily at this point. 

The Sixth wave will be heading for the artifacts and will consist of two Scion 
Haulers and two Sentries. Once these have been taken out Shabayev will return 
and ask you to meet up with her at the Armory. 

After a word from General Braddock the mission will end. 


Mission 4 - Too Hot 

Major Manson will head off and then Shabayev will have a Recycler come forth 
from a drop ship. Shabayev will have the Recycler build a Scavenger. Once the 
Scavenger has been built have it follow you to the Scrap Pool. 

After the Scavenger has reached the Scrap Pool have it deployed. Once the 
Scavenger has been deployed ‘Hell’ begins. You will come under constant 
attack, but will be able to build turrets. 

A Scion Sentry and a Scion Scout will attack the deployed Scavenger. Once 
these have been destroyed Shabayev will produce a Turret for you. Place this 
turret between the Scavenger and the direction that the Scions were coming 
from. 


After the turret is deployed a Sentry and a Scout will attack you again. Take 
them out and then Braddock will order you to head toward your Recycler. 


Braddock then orders Shabayev to meet up with Blue Squad and assist them. 
Shabayev objects, but then heads toward Blue Squad under Braddock’s orders. 
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After Shabayev leaves, Braddock places the Recycler into a production loop, so 
that it is constantly producing turrets. Place the second Turret next to the first 
one so that it can assist your Scavenger. 

Two more Sentries will come for your Scavenger; take them out. Once they have 
been destroyed wait for the second turret to deploy, and then head back to your 
Recycler. 

A third Turret should be built by now. Place this turret next to your Armory, 
behind your Recycler. The reason for this is because later on, if you do not have 
one here, I have seen the Scions come up from behind. With a Turret here they 
tend not to attack here, but will attack your Scavenger instead where you have 
the Turrets. 

Place the fourth Turret on the side of your Scavenger that is away from your 
Recycler and head back to your Recycler to defend it. At this point two Scion 
Sentries will head for your Scavenger. Let the Turrets get them and attack the 
one Sentry that comes for your Recycler. 

The fifth Turret should be placed in front of your Recycler. After this Turret is 
placed you will have one Sentry going for your Scavenger. Ignore it and let the 
Turrets take it out, but head to your Scavenger and you will have a Warrior and a 
Sentry attacking your Scavenger from behind. This is the squad that I’d noticed 
sometimes attacks your Recycler from behind. 

Braddock will then order you to head back to your Recycler and pick up a special 
powerup. This powerup is something that you need to pick up in person, so hop 
out of your Tank once you are close. Get back into your Tank and Braddock will 
order you to go toward a Communications Bunker. 

Once you have reached the Communications Bunker get out of your Tank and 
head inside the Bunker. Once you are inside of the bunker wait for 5 Scion 
Sentries to arrive. When they get there switch to your Sniper Rifle and tag one of 
the Sentries. After you have hit one of the Scions go back into your Tank and 
move a little distance off, taking out any that attack you, however DO NOT kill the 
tagged Sentry. Several ISDF units should meet up with you soon. 

After a little bit the Sentries will flee, follow them and you will watch them head to 
a Scion Dropship. Once they are in the Dropship the mission will end. 
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Dark Planet 


Mission 5 - The Dark Planet 


After being dropped off head toward Commander Shabayev. Shabayev will ask 
you to take her wing; follow her. 

Shabayev will head toward the outskirts of the base. You will have one Scion 
Scout attack you; destroy it. Once the Scout is out of commission Shabayev will 
ask you to defend the parameter. 

A Scion Sentry and a Scion Warrior will attack you right away. Remember that 
you are the only thing keeping the enemies away from the base. Shabayev will 
help out to a certain extent when they get close to the base, but she can only do 
so much. 


Take the Sentry out right away, and then let the Warrior get close to the base. 
Once you see it start to morph, attack it. This way it has to morph back before it 
can attack you. 

Two Warriors will then make a run at your base. Take both of these out and then 
Commander Shabayev will put you in charge of scrap collection. She will mark a 
scrap pool with a navigation beacon, and then she will have a Scavenger built. 

Have the Scavenger deploy on the scrap pool. You are now pretty much free to 
explore for a bit. Also make use of the Recycler. You can have it build as many 
Scouts as you need, and I recommend building as many as possible. 


Shabayev will then explain that she’s found yet another scrap pool. Head toward 
the scrap pool. Be careful now because you will have a Sentry on your left in a 
dark corner. Do not have a Scavenger just head for the scrap pool. 

Once you get close to the scrap pool you will notice 6 Guardians. Shabayev will 
suggest making Mortar Bikes to handle the Guardians, however it is far easier at 
this point to jump out of your tank and snipe the Guardians. 

Because it is rather easy to get killed here it is important to save before you 
begin. Once you are experienced with sniping, however, it will be rather easy. 
Simply walk within range of one of the Guardians and switch to Sniper Rifle. 
Snipe the Guardian and MOVE out of the way to make sure that the others do 
not attack you. Strafe to avoid attack. 


Do this until 3 or 4 of the Guardians have been sniped then make a jumping run 
toward one of the sniped Guardians and you should be able to enter it. Turn 
around and start firing at one of the remaining Guardians. After a little bit you 
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should be destroyed. DO NOT FIRE when you are out of the Guardian, because 
the others will attack you. Now fall into one of the other sniped Guardians and 
continue like this until they are all gone. 

After you have taken out all of the Guardians, Manson will tell you that he needs 
you to come to him. Walk toward Major Manson and he will tell you that there is 
a Scion Relic that needs to be taken out right away. Follow Manson for a while 
until you see several Scion Gun Spires. Manson will tell you not to engage 
these, but to run straight past them. Follow Manson past them and you will find a 
gully with an alien artifact. Jump out of your tank and plant a satchel charge as 
close to the center of the artifact as possible. 

After placing the charge, run back into your tank and flee past the Scion Gun 
Spires. When you are past them the satchel charge will blow and the mission 
should end. If the mission does not end here then the satchel charge might not 
have been enough to blow the artifact. If this is the case then go back to the 
artifact and place another satchel charge to blow it. 


Mission 6 - The Wormhole 

At the start of this mission you are ordered to take the defensive. Grab your 
Scavengers on F4, F5, and F6 and have them deploy on the three scrap pools. 
After they are deployed have your FI and F2 squadrons guard them. Ignore the 
Scions that keep attacking the front of the base; the Gun Towers will take them 
out. 

You now have a choice of whether or not to continue in your Missile Scout or to 
use a Scion Lancer. I recommend the Lancer, but if it won’t work out then just 
destroy the three Scions that will hit you from the back. 

If you wish to use the lancer then move your Missile Scout out of the way, near 
the lower left corner of your base if you’re looking at the overhead map. Once 
your missile scout is in a safe place jump out and wait in the very lower right 
corner for the three Scions to approach. Two are Scion Lancers and then there 
is a third Scion Sentry. 

One of the lancers is marked; do not try to snipe this one. Snipe the lancer that 
isn’t marked once it approaches. After you have sniped it, run back into the 
water and hide here until it is safe and your FI and F2 squads have taken out the 
remaining Scions. 

Next, run into the Lancer and wait for Manson’s orders. Eventually Manson will 
order you to head for the Scion Scavenger, and will drop a navigation beacon 
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near it. This might take a while, however. If it is taking too long then jump out of 
the lancer and head back into it. 

When Manson finally marks the Scavenger with a navigation beacon head 
toward it and have your FI and F2 squadrons follow. When you get close 
enough you will find several Scion Guardians. Use the Stinger Missiles to take 
them out, as you should have a longer range than the Guardians. After they are 
gone destroy the Scavenger. 

Manson will then have a Constructor head for you. Have it construct a 
Communications Bunker and two Gun Towers. Also watch out because the 
moment you have taken this area it will come under heavy fire. Have your FI 
and F2 squadrons guard here. 

After you have the two Gun Towers in working order Manson will put a Bomber 
under your charge and order an attack on the Scion base. Have your FI and F2 
squadrons attack one of the Scion Gun Spires. When they have engaged it head 
for it and engage it yourself. 

While you are taking out the first Gun Spire have the bomber take out the 
second. Once both have been destroyed take out the Kiln so that the Scions 
cannot build any more Warriors. After these have been removed destroy the rest 
of the base. 

After the base has been destroyed the mission will end with the ISDF forces 
heading through a wormhole after the Scions. 
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Mire 

Mission 7 - Through the Looking Glass 

This will be the first base building mission that you’ve had yet, however your 
choices will be very limited. In the beginning Shabayev heads out a bit and 
begins to assist you in defending the Recycler. Do not depend on Shabayev, as 
MANY Scion units will slip by her. 

To start you need to deploy your Recycler. Instead of deploying the Recycler in 
the narrow area that you start out in, deploy it a bit off where you have more flat 
ground to build on. 

After the Recycler has been deployed, build two Scavengers. Have the first 
Scavenger deploy at the scrap pool, which is near the back of your base, and 
have the second deploy at the further scrap pool. You might be ordered to build 
a Constructor before you build the second Scavenger, but ignore this and build 
the second Scavenger first. 

Once both Scavengers have been deployed you need to build a Constructor. 
Have the Constructor build a Power Generator near your Recycler. Once the 
Power Generator has been built then walk out and build a Relay Bunker near 
your second deployed Scavenger. 

By now you should have seen MANY Sentries attacking you. Do not be afraid of 
letting them hammer on your Recycler for a little bit while you power up when you 
need to. After all, it is more important that you repair yourself so that you can 
fight with them than getting blown up and being defenseless. 

Once you have built the Relay Bunker the Scions might start attacking you with a 
Seeker. Run out and destroy it so that you can stop their bombardments. Also, 
Shabayev might find some ruins about now, which she radios you about. When 
she does it is important that you rearm your Tank. 

As soon as the Relay Bunker is done you want to build two Gun Towers and then 
construct another Power Generator and build a third and final Gun Tower by the 
second Scavenger. You do not have to worry about having a Gun Tower by your 
Recycler as the first three should take out any Scions that attack. 

Finally, once the Gun Towers are done Shabayev will request your assistance. 
Keep against the wall on your right and head toward her. You will be attacked by 
several Scions, but ignore them and continue toward Shabayev. 



Eventually you will come to a ruin, and Shabayev will request that you meet her 
inside; jump out of your Tank and meet her inside and the mission will end. 
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Mission 8 - Get Help 

There will be two walkthroughs for this level simply because there are two ways 
to finish this level. Both are equally as difficult, however if you are not very good 
at sniping then the easiest and quickest way to beat this level will be impossible 
for you. 

Method 1 - The Sniper 

If you are able to snipe then this is the way for you. 

At the beginning of this mission you will see three red radar contacts swarming 
the ruins. These are Scions: two Warriors and one Sentry. If you do not shoot 
one fast enough they will leave, however do not waste a sniper bullet; just tag 
one so that they stay around long enough to snipe one. 

After having tagged one, run back into the ruins and wait for the Scions to start to 
swarm you. Face the front of the ruins and switch to the Sniper Rifle and attempt 
to snipe one of them before they leave. You will have roughly 60 seconds to 
snipe one before they leave so it might be wise to save the game and reload as 
needed. It usually takes me 2-3 tries. 

Once you have finally been able to snipe one of the Scions, preferably a Warrior, 
run back into Shelter and hide in a corner until the rest have left. The reason for 
this is because once you have finally sniped one the others will shoot at the 
Shelter, so it is wise to give them time to leave you. 

It is also important to note that the Shelter CAN be destroyed. Also, for each 
shot you shoot the Scions tend to fire aimlessly at the Shelter. Therefore watch 
out and be careful with your shots or they’ll destroy the Shelter and you will have 
to reload again. 

While this is not the easiest thing to do, mostly because they rarely face you long 
enough for you to get a clear shot, this IS possible, and it is much faster. 

After you have sniped one of the Scions and they have left, get into the Scion 
vehicle and head toward the base FAST. You will pass several Scion Gun 
Spires and several other Scion units. IGNORE them! Run past them and you 
should be able to make it back to base in one piece. 

It is rather funny here, however, because the scripting isn’t geared for you being 
in a vehicle. You will have to wait around for quite a while for several time- 
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queued things to happen before the mission will end. Just wait around and you 
should be fine. 

Method 2 - The Long Mile 

If you attempt to beat the mission this way then good luck, as it takes AGES. 

You can either go along the ground or along the mountains. As going along the 
ground is absolute suicide we will go along the mountains. 

First wait for the Scions to leave and then look out of the Shelter. Turn to your 
right and head up to the top of the mountains. Walk along the tops of them, 
heading toward the West. There will be miscellaneous powerups along the 
ground; ignore them because the Scions on the ground will most likely get you. 

There will be enemies along the top of the mountains. There are three 
Guardians. 

The first Guardian will show up pretty soon. Simply get into sniper range and 
take him out in one hit. Do the same for the next Guardian as well. 

After you have taken out both Guardians you will find a special powerup along 
the ground down below. This one is fairly safe to get, as the Scions will not be 
swarming here too much. This powerup gives you a Rocket Launcher or a 
Bazooka. Both do heavy damage and can inflict damage upon you as well. 

There is a problem with this powerup, however. You will be unable to snipe, 
which is the biggest advantage to being on foot. If you have this powerup you 
also risk shooting close to you and getting splash damage. It is easier then to 
avoid this powerup and simply continue to snipe the next Guardian. 

Once all the Guardians have been sniped you should be fairly close to Manson’s 
base. Simply walk the rest of the way along the mountains until you feel it is 
close enough to make a jumping run for. I say this because you want to KEEP 
JUMPING when you head for it, as this makes you harder to hit. After you are in 
the base the mission will end. 


Mission 9 - Rumble in the Jungle 

Want to rescue Shabayev? Here’s your chance. It is actually rather funny that 
you rescue her, however, as she is captured soon, but for now you will need to 
rescue her. It’s also silly that you need to rescue her simply because if you were 
able to snipe a tank last time you should have been able to take her with you... 
but oh well. 
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The first thing to do is have your Recycler build a Constructor, and move your 
forces into the center of your base. 

As soon as the Constructor is able to, have it build a Gun Tower at the lower 
section of your base. (That is, if you hit R and are looking at the overhead map.) 

Once the extra Gun Tower has been constructed have the Constructor upgrade 
the Extractor. After the Extractor is upgraded recycle the Constructor and start 
building extra Tanks. Build as many as possible, incase you need them later on. 

Next head up toward the top area of your base. You will see two Guardians right 
away here, hop out of your tank and snipe each of them. After they have been 
sniped move your forces to their location. 

Next move forward and take out a third Guardian. Once again, sniping is 
probably the easiest way to do this. 

At this point you want to have the newly built Tanks join up with your forces. Do 
not stop building new Tanks, however, and whenever they are built have them 
join up with your current forces. 

Now have your forces move forward and take out the Scion units that were close 
to the third Guardian. Assist them with destroying any remaining Scions and 
then leave your forces and move forward. You should see a Scion Gun Spire. 
Run up to it and take it out. If you face it while circling it and firing you should be 
capable of destroying it on one tank. If you are not, however, and your tank is 
nearly destroyed let it kill you and DO NOT FIRE so that you can make sure that 
it won’t find your person and take you out. Then land and hop into one of your 
extra Tanks and use that tank to take it out. 

Once you have destroyed the Scion Gun Spire you should see two Scion 
Guardians in front of the Scion base. You should be able to snipe the Guardian 
on the left, however I have not been able to snipe the one on the right, as it 
appears to not have a snipeable area. (Not sure why, but there was not any red 
area on it any time I’ve tried.) 

Once the Scion Guardian on the left has been taken out have your forces (with 
the exception of the APCs) attack the other Guardian and the then the rest of the 
Scion forces. 

Have the APCs take out the Scion Kiln and then the Matriarch, and assist your 
forces with defeating the Scion forces. Once they have been wiped out 
Shabayev will request your assistance. 
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Once you are ready to look for Shabayev you will find a stretch of mountains that 
you are able to climb in your tank, along the upper wall of the map. If you can’t 
find it then simply jump out of your tank and run for Shabayev. Be cautious and 
watch for any Scions or Jak Killers however. 

After you finally get close to Shabayev you will find a Guardian. Snipe it and then 
ride in it the rest of the way toward Shabayev and after a little while the mission 
will end. 
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Bane 


Mission 10 - Snow Blind 


This mission is super cool because you are able to center more upon building up 
a decent base, and prepare yourself. 

You will start with a Recycler and two turrets. Have your Recycler deploy and 
build 3 Scavengers. The two Turrets should deploy near your Recycler. 

Then have the first Scavenger deploy at the scrap pool that is near your 
Recycler. We will call this Extractor 1 from now on. You want your second 
Scavenger to deploy to the South over a hill; we will call this Extractor 2. Have 
your two Turrets move to guard Extractor 2. 

Have the third Scavenger deploy to the Southeast, on the third scrap pool. We 
will call this Extractor 3. You will want to build another Turret and have it deploy 
to guard Extractor 3. 

The next thing to do is build a Constructor. Have your Constructor first upgrade 
Extractor 1, and then build 3 Power Generators near your Recycler. 

About this time Braddock will break in warning you that there is a Convoy coming 
through the pass. You want to be prepared to face many Scions by yourself 
here. Head for the Convoy and take out the main ship, ignoring the Scions firing 
at you. Just keep moving so that they don’t destroy you. Next flee this area, first 
heading away from your base, and then banking back up toward your base to so 
that you may lose the Scion Warriors and Sentries. 

It is critical that you take out this convoy, as it is the Scion Matriarch. If you are 
able to take this out the rest of the mission becomes a cakewalk, however if you 
are unable to then you will face constant resistance throughout the mission. 

Next you want to have your Constructor head out to upgrade Extractor 2. Once 
Extractor 2 is upgraded, build a Relay Bunker near it and then two Gun Towers. 
You will probably really have to squeeze these Gun Towers in here, but you will 
need both. 

You might also want to build another Scavenger to collect any scrap around the 
base, but you will be recycling him soon simply because his usefulness will be 
limited. 


The next thing to do is have your Constructor upgrade Extractor 3. Once 
Extractor 3 has been upgraded build a Relay Bunker and then two Towers. 
While the Constructor is heading for Extractor 3 build another Constructor; we 
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will call this Constructor 2. Then jump into the Relay Bunker that Constructor 1 
builds and have Constructor 2 build some things around your base. 


The first thing for Constructor 2 to build is a Factory. Once the Factory is built 
build a 4 th Power Generator and then an Armory. After you have all of these built 
leave the Relay Bunker and get back into your Tank. 


Once you are in your Tank order all of your turrets and your spare Scavenger to 
recycle themselves. Also have Constructor 2 recycle itself at this point. 

Guard Constructor 1 as you have Constructor 1 move toward the tunnel between 
the two sections of this level that the convoy went through. Build a Relay Bunker 
here and two Gun Towers, one on either side of the Relay Bunker, both facing 
toward the tunnel. This will guard you from Scion units coming through this 
choke point. If this area becomes an area of major traffic you may need to build 
more in the future. 


Return to your base and move into your Factory. You might want to modify your 
Tanks so that they are produced with Splinter Mortars and M-Curtains. These 
will not benefit your troops in the field overly much as they do not know how to 
use them, but you should be able to use them very well. You might also want to 
upgrade your cannon and your guns. 

The next step involves guarding your base for a while as you build 9-10 Tanks. 
Once they have been constructed group them into formations and have them 
follow you as you do a sweep of the % of the map that you start out on. If you 
were unable to stop the convoy you should encounter major resistance through 
this area, otherwise you might find that there is no significant Scion presence 
here. 


Once you have verified that this side of the map is clean of Scions head for the 
tunnel between the two sides. If any of your Tanks were destroyed during your 
sweep of your >2 of the field then you may wish to replace them, however 9-10 
Tanks fully armed should be enough to continue with the rest of this level. 

Move through the tunnel and head for the signal. You may find the Scion base 
before you find the source of the signal. If you do then don’t worry; simply have 
your Tanks attack and take out the Scion Gun Spires. They should be able to 
destroy them, as well as the rest of the base, without too much trouble. 

If you were able to avoid the Scions then do not worry about them, as they are 
not your objective. (It is rather fun to take them out, however) When you reach 
the signal take out the antenna and Braddock will suggest that you get out of the 
area and head back to base. It is important that you do this, as he has a bomber 
heading for the area and you will be bombed as well if you stay. 
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As you approach the tunnel on your way back to base the tunnel will collapse. 
Do not fret, as you are not cut off. Once you do not have a way to return 
Braddock will order a Dropship for you; simply head for the dust off site and the 
mission will end. 


Mission 11 - On Thin Ice 

This is another one of those wonderful missions that you start in a Dropship. 
Missions that start like this rarely go as planned, so ignore everything that they 
tell you about the mission. It is also important to save OFTEN on this mission, 
and to watch your objectives to make sure that NONE of them are red. If one 
ever turns red then load a previous game, because chances are the scripting of 
the mission screwed up. 

After the Dropship crashes get out and you will find a Missile Scout. He will join 
up with you, and when you tell him to follow you he will mention that the crashed 
Dropship might give you away. It will. It is very important that at this point you 
jump out of your Tank and blow up your crashed Dropship with a satchel charge. 
Once the Dropship has been destroyed, head back into your Tank and have the 
Missile Scout follow you. 

Head for the drop zone. After a while your buddy will get a big radar hit. This is 
your Recycler. Your Recycler is surrounded by thin ice, however, so he will not 
be able to deploy for a while. 

You will notice a color change on the ground. You’ll need to direct your Recycler 
through the thin ice, toward the drop zone, so that he will be clear. A Warrior and 
a Sentry will attack you three individual times, however that should be all if you 
destroyed the Dropship. Otherwise you will have a constant bombardment of 
Sentries attacking you from the rear as well. 

While you are directing the Recycler you will notice a scrap pool a little bit away 
from the area that you direct the Recycler to. It is important to remember that it 
exists. 

Once the Recycler has reached the drop zone you will be able to order its 
deployment. The Recycler must reach the navigation point before ordering the 
deployment, however, because otherwise the Recycler will not deploy. 

After the Recycler has deployed build three Scavengers. Have the first one 
deploy on the scrap pool that is closed to your Recycler, and have the second 
deploy on the scrap pool which is the second closest to the drop zone. The third 
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should head all the way back to the Scrap Pool that you passed while directing 
the Recycler to the drop zone. 

When the three Scavengers have been deployed order the Recycler to build a 
Constructor. The first thing that the Constructor needs to do is upgrade the two 
closest Extractors. After they have been upgraded build 3 Power Generators. 

Once you have enough power build a Power Relay close to the pass to the 
South. You will see a scrap pool in the field in front of it, but do not have a 
Scavenger deploy on this as I have had several instances where building 
anything here screwed up the scripting for this level. The Scions also become 
FAR more aggressive once you move into this field. You will also see a Warrior 
and two Sentries waiting in the field, DO NOT attack them until you are ready to 
have the Scions attack you back, in force. 

When the Power Relay has been constructed, build 3 Towers in front of it facing 
toward the pass. This way you will be able to take out any Scion units that come 
for you. 

Next build another Relay Bunker near the pass to the Southwest. Build two 
towers near this, as this will ensure that your Extractor here will be defended. 
You will now be able to continue to build your base and prepare without having to 
worry overly much about any Scion units getting through. 

The first thing for your Constructor to build is a Factory. After the Factory is 
constructed put up a Service Bay, and then an Armory. You will need to build 
another Power Generator before building the Armory, however. 

Once the Armory is up you are pretty much set to go. Flop out of your Tank and 
go into your Factory and tune your Tanks. Once you have your Tanks set up the 
way you want them to be go back to your Tank and start to build a small army. 
Recycle your Missile Scout, and then proceed to buy tons of Tanks; fill up three 
hotkeys with them. 

Once you feel ready there is one quick mission that you need to make first. 
Head to the Southwest and you will see a crashed Dropship. This is Shabayev’s 
Dropship. It is VITAL that you stop here before continuing with the mission 
because otherwise the scripting tends to die and you have to load a previous 
game. 

After you have stopped by Shabayev’s Dropship, head back to your base and go 
into a Relay Bunker. Drop a navigation beacon at a right angle from your base 
and the dust off site. This will make it easier to navigate your Transport and 
other Tanks from a distance. 
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When you are finally ready, have all but one squad of Tanks follow you. Head, 
hopefully for the first time, into the field in front of your Turrets in the direction of 
the drop zone and take out any Scion that attacks you. On your way you will see 
three Scion Guardians right away. Once you destroy the Guardians they will be 
replaced with other Guardians, so it is important to leave at East one squad of 
Tanks here to keep them from deploying. 


When you are ready continue to head for the dust off site. When you finally 
reach the area of the dust off site you will have five Guardians to destroy that are 
guarding the site. Use Splinter Mortars shot as close to each as possible and 
they should take each Guardian out in one shot. If you need practice with using 
a Splinter Mortar here is a good place, especially since you will not be able to 
easily see all of the Guardians. 

As soon as the dust off site is clear you will be ready to bring over the Transport. 
Have one squad of Tanks guard it as it travels, and then have the Tanks that 
have been guarding the field hold that area tight so that no Scions can get past 
them. When the transport finally reaches the dust off site the mission will end. 


Mission 12 - Counter Attack 


This mission starts with you being dropped from the air. As soon as you land you 
will see a tank in front of you that you can access; get into it. Once you are into 
the tank take out as many Scion units as you can. Your tank will be rather 
thrashed, but you will be a huge help to your forces. 

Once most of the Scion units have been taken out head for the West and you will 
find several unmanned Scavengers. Have the Tug pick one up, and while the 
Tug is carrying out its orders head for the East. When you get close to the 
Eastern scrap pool you will see three Guardians. Hop out of your tank and snipe 
each of them. Once the Guardians have been taken out order your F7 
Scavenger deploy on the scrap pool. 


Head back to base now and have the Tug drop the Scavenger it has off at the 
Training Facility. Once the Scavenger has been dropped off you will have 
another Scavenger. Have your Tug take over the next Scavenger and then drop 
it off at the Training Facility as well so that you can have another Scavenger. 

Have each of your Scavengers deploy on the scrap pools to the West. Once you 
are able, have one of your Constructors start building power generators behind 
your base. You can fit quite a lot here, and you will need them. 


While this is being done start having your second Constructor build Gun Towers 
in front of your base. You will need to make sure that your base can take quite a 
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pounding without getting destroyed, so you will need MANY Gun Towers here. I 
went a bit overboard here and lined the coast with them. While this is not 
necessary, it does help. You will be attacked by Maulers, which are very nasty 
and pop up out of the water onto shore for surprise attacks, so it is, once again, 
very important to guard your base well even when you are not there. 

Once you have defended your base well enough it is time to start to prepare for 
the offensive. To do this it is finally time to upgrade your Extractors. Once they 
have been upgraded you will find that you will be able to build a rather large force 
very quickly. 

I have found destroying all of your units with the exception of your Constructors 
and your Tug to be very helpful here only because Tanks, Mortar Bikes, and 
APCs will be the most effective means of attack on this level. First build 8 Tanks 
then assemble them into a squad, and do the same to get another squad of 7 
Tanks. Once you have the Tanks assemble 6 Mortar Bikes, then 5 APCs. 

When you have finally assembled a sizeable force head around the water to the 
West. Once the far Scion Gun Spire comes into view have your Mortar bikes 
swarm in to attack it, then order the two squads of Tanks in to mix it up with the 
Scion Units. While everyone is being distracted have the APCs go in and attack 
the Scion Matriarch. Once the Matriarch is taken out you will have a much easier 
time with the rest of the troops, as they appear to just stop in their tracks and only 
defend. 

After the Matriarch has been removed, have the APCs take out the Kiln, while 
you order the Mortar Bikes onto the next Gun Spire, and continue to have the 
Tanks take out any Scion units that are around. You may find your forces 
insufficient, and if this is the case then continue to bring in more Tanks. When 
you finally have destroyed the Scion base build 4 Tanks and have the escort your 
Tug over toward the power source, and once the Tug picks it up the Mission will 
end. 


Rend 

Mission 13 - Payback 

You start this mission in the Scion base. DO NOT fire your cannons, guns, or 
anything. Instead wait while the Scion Leader moves into the Dropship. Once 
the Scion Leader has moved into the Dropship locate the Scion Matriarch and 
point your tank at it. Watch the Scion Matriarch closely. 
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Once the Dropship takes off you will be brought to a cut scene where the 
Dropship blows up, taking out a Carrier in orbit. When the Carrier is blown up 
you will be brought back to your standard HUD view. 

The moment you are back start firing at the Scion Matriarch. You will have about 
ten seconds of delay time wherein the Scions do not attack you, and you get free 
shots. It is absolutely vital that you destroy the Matriarch. Once you have control 
over the Walkers order them to take out the Matriarch too. 

When the Matriarch has been destroyed GET OUT of the Scion Base. Head 
behind the Matriarch-- it is the fastest way out-- while encountering the feWest 
Scions. Once you are clear bank back around, keeping out of distance of their 
Base, and head for your Recycler. 

Once you are near your Recycler have him follow toward the Scrap Field. Once 
your Recycler reaches the Scrap Field have it deploy, and then build 5 
Scavengers. The first two Scavengers should deploy on the two scrap pools to 
the Northwest. The other three should follow you into the field beyond the two 
scrap pools. You will need to destroy a Warrior and two Sentries to secure the 
area however. Also be careful now, as one Scout will attack you. 

Since the three Scion units do not pose much of a problem they should be 
destroyed easily, and then it will be safe for you to bring in your three 
Scavengers and have them deploy on the three scrap pools here. This will bring 
you dangerously close to the Scion base. You don’t have to worry, however, 
since with their Matriarch destroyed the Scions do not advance. 

After all of your Scavengers have deployed build a Constructor and have the 
Constructor upgrade the two Scavengers nearest your Recycler. After they have 
been upgraded have your Constructor build two Power Generators, a Relay 
Bunker, a Factory, and an Armory. Once you have the Armory, configure the 
weapons on your Tanks to your liking and you will be ready to go. 

Send the Constructor off toward the three non-upgraded Scavengers and have it 
upgrade the Scavengers. While you are waiting for them to be upgraded start to 
build about 10 Tanks. When you have the Tanks you will be ready to attack the 
Scions. 

I realize that we have not taken any time to build any defenses, however they are 
quite unnecessary on this level. Once the Scion Matriarch has been destroyed 
the Scions simply do not attack you, and you pretty much have free reign to do 
away with them. If this is ever corrected in a patch then the strategies used in 
much of this guide will need to be modified, however for now they will work just 
fine. 
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Once you have approximately 10 Tanks, head for the Scion base with them 
following you. When you reach the base order them to attack the Scion Gun 
Spire, and assist. When the Gun Spires have been destroyed simply mop up the 
rest of the Scion forces. 


When the entire Scion base has been neutralized have your Recycler build a Tug 
and order it to pick up the Power Source and the Mission will end. 


Mission 14 - Fanning the Fire 

This mission starts out in a Dropship, and like many other Dropship levels this 
mission is rather difficult. The goal here is to construct the necessary forces and 
retrieve the Scion Commander from the crashed cruiser from the last mission. 
The problem is that the Scions are trying to do the same thing, and they already 
have a base and several units constructed when you are first starting. 

To begin, have your Tank and Missile Scout head for the Crash Site at navigation 
beacon 1. Once you have ordered them away have your Recycler deploy 
between the two scrap pools to the North. Do not wait for the Recycler to deploy, 
but instead head for the rock wall on your right and follow close along it, keeping 
it to your right. 

This rock wall is the outer wall of the Scion base. You will pass a Scion Gun 
Spire along the way; do not turn to engage it. Once you have rounded the corner 
a Scion Guardian will fire upon you. Do not attack this either, but instead keep 
the rock wall as close to you on your right as possible still, heading in a Southerly 
direction, and you will climb a ledge. This ledge will drop off a little bit ahead, but 
there is a jump that you can make which will put you on another ledge behind the 
Scion Matriarch. 

It is VERY difficult to accomplish this on the first run, unless you’ve seen it 
already, so you might want to save right before making this run. Once you are 
behind the Scion Matriarch open fire on it. Stay on the ledge, however, as it 
makes it hard for the Scion forces to attack you. You should be able to take out 
the Matriarch while you are here. Once the Matriarch has been destroyed return 
the way you came. Do not attack anything else and you should survive with your 
Tank intact. 


Once you return to your Recycler have it construct the two necessary 
Scavengers and order them to deploy. You then might want to have the 
Recycler build enough service pods for you to rearm and repair yourself. 


The reason you just did this, before constructing your base, is because as I said 
before, once the Matriarch is gone, the Scion threat is drastically reduced; they 
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cease to construct new vehicles even. It is important to note that once again, this 
strategy will only work until it is patched, however until it is patched this should 
work well enough for you. 

After you have rearmed and repaired yourself go toward the North and attack the 
first Scion Gun Spire that you encounter. You should be able to take it out 
without getting destroyed. After you have taken it out return to rearm and repair 
yourself. It is also important to build two ISDF Missile Scouts while you are 
taking out the Scion Gun Spires. 

Once you have repaired and rearmed yourself repeat the same action to take out 
the Scion Tower further to the North, then return to your Recycler and repair and 
rearm again. 

Order any forces that you have not already sent out to join your forces at nav 
point 1 , and follow them along the Southern route across the lava. Once you 
have reached nav 1 you might see a Scion Hauler making an attempt to pick up 
their Leader. Destroy the Hauler and have your forces post guard around the 
creature. 

After it is under enough guard take out the Scion Gun Spire to the North on this 
side. Then return to your Recycler for repairing and rearming, and then repeat 
the same procedure to take out the Gun Spire that is further to the North of the 
last one that you have taken out. 

Once you have taken out these 4 key Scion Gun Spires stake out any other Gun 
Spires that are on the field, with the exception of the one in front of the Scion 
base, as it tends to get defended by the Scion units that are in the Scion base. 

You will now be ready to bring over the alien creature, the Scion Leader. Order 
the production of a Tug and have it head for nav point 1. After it reaches nav 1 
order it to pick up the Scion Leader and have your forces guard the Tug, then 
have the Tug follow you and take it the long way, up around the Scion base in a 
Northerly direction, back to your Recycler. Do not head across the lava as the 
Scion Leader will die, and the mission will end. 

After you get close to your Recycler a Scion claiming to be Shabayev will 
confront you. It is important that you decide which force you want to be on 
before acting, as you will now make the most important decision in the game. 

Decision 1 : Fight for the Scions. If you wish to fight for the Scions order the Tug 
to follow Shabayev. She will then lead you past the Scion base and after 
following her for a while the mission will end. 
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Decision 2: Destroy Shabayev and have the Tug continue toward the Recycler 
and you will continue fighting for the corrupt Braddock. 

It is fun to go both of these routes; so after you beat the game you might want to 
go through it again, taking the other path. 
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The Scion Missions 


Mire 

Mission 15 - Transformation 

You have been transformed into a Scion, your body fused with biometal. Sure, it 
sounds good, but the greatest asset is being able to construct the Scion units 
now. 

This level starts out much like the first few ISDF Missions, with Shabayev 
teaching you the basics of how to use the Scion units, however the process is set 
to go much faster. You will start in front of a Sentry; get into the Sentry and 
follow Shabayev’s orders. You might first want to build a Scavenger, however, 
as there is a scrap pool to the West. You will be attacked regularly during this 
mission, so always be prepared. 

Once the Scavenger has been deployed you should have enough biometal for 
when Shabayev orders you to have your Builder produce a lung on your Kiln. 
After this has been accomplished Shabayev will have you upgrade your Kiln into 
a Forge. 

When you have a Forge you will want to produce as many Warriors as you are 
able to. You will need about 4 to guard you when Shabayev asks you to guard a 
Hauler. When Shabayev finally does give the order have the Warriors follow you, 
but continue to build more to assist Shabayev in base defense. You will meet the 
Hauler at nav point 1 . 

The Hauler will come under attack; defend it. Once the attackers have been 
warded off, the Hauler will begin to head for nav point 2. Guard the Hauler as it 
heads for nav point 2, however along the way the side walls of a pass will 
collapse and you will need to protect the Hauler from the ambush that takes 
place. 

Once the ambush has been successfully thwarted you will need to get out of your 
Sentry and inspect the rubble in the pass. After the inspection, take control of 
the Hauler, and have it follow you and order the Warriors to guard it. Then head 
for nav point 2. You will need to go to the West, and then bank to the North, 
keeping against the cliff face on your right. Eventually you will near nav point 2 
and the mission will end. 
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Mission 16 - Ambush 


The first thing to do is have your Scavenger deploy on the closer scrap pool and 
have your Matriarch deploy on the open ground. Once they have deployed, head 
out the Southeast exit of your base. On your right, before the ambush spot, you 
will see an opening. Have your second Scavenger deploy here. 

Order your Matriarch to build another Scavenger and continue to, and past, the 
ambush spot. On your left you will see another opening. Instead of going into 
this opening have your Guardians deploy a little past it, as well as your two 
Warriors. Then go into the opening and have your third Scavenger from your 
Matriarch deploy here. 

Once you have set up the Southern area head back to your base and defend 
your Matriarch in case anything attacks it. When you have enough scrap have 
your Builder construct two Gun Spires near the Northeast entrance to your base. 
Once these have been constructed, build a Jammer behind them so that you will 
not have to worry about any ISDF forces spotting you and running back to base. 
You might also consider having a Scout built and deployed here just to make 
sure that the ISDF won’t flee, but will instead engage your forces. 

When you have properly defended both entrances to your base have your 
Builder upgrade the first Scavenger, which is close to your Matriarch. Once this 
has been upgraded, order the Builder to head toward the second Scavenger and 
upgrade it. Since the Builder takes forever to reach this Scavenger have your 
Matriarch build another Builder to take care of constructing your base. 

After the second Scavenger has been upgraded, have your first Builder upgrade 
the final Scavenger. By this time your scrap income should be high enough that 
you can have your second Builder construct a Kiln, upgrade it to a forge, and 
then install a Stronghold, a Dower, and an Antenna. Once the Antenna has been 
constructed, upgrade it. When all of this has been completed begin to produce 
as many Warriors as you can, and order all of them to follow you. 

Once the third Scavenger has finally been upgraded, have your first Builder 
construct two Towers slightly in front of the Ambush spot, then a Jammer behind 
them. Move all of your Warriors behind your Jammer once the construction has 
been finished. At this time recycle your Guardians and any offensive troops that 
you have constructed that are not Warriors. 

When the Jammer has been constructed, Shabayev will let you know that 
everything is in place, and will order you to get close to the Scion base. Follow 
along the Southeast path toward the Scion base and, when you get close 
enough, they will spot you and follow you. When the ISDF starts to follow you, 


©2000 




All Rights Reserved 



head back to the ambush site and watch as your Gun Spires pick off the ISDF 
forces. 

After the ISDF guard has been taken out, Shabayev will put down an Artillery 
navigation beacon. Head for this and have your Forge construct an Archer. 
When the Archer has been finished, order it to head for the Artillery nav point and 
order your Warriors there as well, to defend it. 

Once the Archer has reached the nav point, you will be able to have it target the 
power generators within the base. Order it to take out one of the generators, and 
when one of them is destroyed order your Warriors to follow you into the ISDF 
base and the mission will end. 


Mission 17 - Crystals 

When this mission first starts have your Matriarch deploy and build 3 
Scavengers. The first one should deploy on the pool to the Southeast, which is 
very close to your Matriarch, and the second should deploy on the pool to the 
Northwest. The third Scavenger’s purpose is to collect scrap from destroyed 
ISDF vehicles that attack you. 

The next course of action is to construct a Builder. Once the Builder has been 
finished have it build a Gun Spire next to the Southeast Extractor; that way it can 
defend both the Extractor and the Matriarch. Once that has been finished build 
two Gun Spires near the Extractor to the Northwest. You will not be able to build 
them too close to it, however, due to a hill. It is easier, because of this, to build 
them a bit in front of it on the clear areas. 

Once the Northwest Extractor has constructed the second Gun Spire have it 
upgrade the Extractor here. After this is done have the Builder go back to the 
Southeast Extractor and have it upgrade this Extractor as well. At this point you 
may be hurting for some Warriors as backup, so build a Kiln. Once the Kiln has 
been constructed upgrade it to a Forge. 

When you have the Forge have it build 3 Warriors. Wait until you have enough 
scrap to build a Gun Spire then have the 3 Warriors and the Builder follow you to 
the North. You will see an ISDF Extractor here, guarded by an ISDF Rocket 
Tank. Attack the Rocket Tank, and then fall behind the Extractor. This way the 
Rocket Tank will be trained on you instead of your Warriors. While the Rocket 
Tank is busy with you have your Warriors attack it. The reason you want to hide 
behind the Extractor is because any time the Rocket Tank fires, it hits the 
Extractor. 
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When the Extractor and Rocket Tank have been destroyed you will want to have 
your third Scavenger deploy here. If it has been destroyed, build another. While 
you are waiting for the Scavenger to arrive, order your Builder to build a Gun 
Spire on either side of this Extractor. Then, after the Scavenger has deployed 
itself, have the Builder upgrade it. 

Then next course of action is to build 2 more Gun Spires at each of the 3 
positions where you already have Gun Spires. Do this because these are the 3 
areas that the ISDF centers its attack on, and once you have 4 Gun Spires at 
each location it will become MUCH easier to defend, and you will, for the most 
part, be able to ignore your base. 

Once all of the Gun Spires have been constructed build an Antenna, a 
Stronghold, and a Dower, and then upgrade the Antenna. After all of this has 
been completed simply recycle the Builder and any other units you have that are 
not Warriors. Once this has been done build 9 Warriors, then group them 
together. Repeat this process so that you have 2 groups of 9 Warriors, and then 
construct a group of 8 Lancers. After you have completed this process build 
another Builder. 

When you are finally ready to attack the ISDF, have all of your troops follow you. 
Have your Warrior and Lancer groups attack the Gun Tower that is in the ISDF 
base, and wait for them to destroy it. Once it has been taken down rush into their 
base and, while they are causing havoc with the ISDF forces, attack their 
Constructor. The reason to do this is because otherwise the Constructor will 
immediately build another Gun Tower. After the Constructor has been taken out 
destroy the ISDF Recycler so that they cannot build another Constructor. Even if 
you are unable to take out their base, you will ensure that they will not grow any 
more. 

While the ISDF base is being torn to shreds have your Builder come in and build 
2-3 Gun Spires. The reason for this is because after you capture the power 
source, several ISDF Rocket Tanks will attack you here. When the ISDF base 
has been destroyed simply build a Tug and have it come over to pick up the 
power source. 

Once the power source has been picked up, have all remaining forces guard the 
Tug, while you order the Tug to follow you. You will probably need to wait while 
your forces take out the occasional ISDF Rocket Tank, and while they are doing 
this continue to lead the Tug out of the area. When the Tug has returned to base 
the mission will end. 
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Rend 


Mission 18 - Escort 


This mission begins and ends with only the forces you have. You will not receive 
any backup, so be very careful with your forces, and remember that time is on 
your side-- whenever you need to, rearm and repair. 

At the beginning of this mission order all of your forces to follow you and destroy 
the ISDF Missile Scout that attacks you. Then head toward the Southeast, 
keeping against the wall on your right. 

Eventually you will come upon an ISDF Tank and Missile Scout. Order your units 
to destroy these, then regroup, rearm, and repair your units. Remember, it is 
essential that you keep your forces at full strength whenever possible. 

Head forward when you are ready, and have your forces follow you. Eventually 
you will encounter three green Scion Scouts. Remember that the Rebel forces 
are green? You should. Destroy these three Scouts and they will start 
screaming how you are onto them. If you do not destroy them they will ask you 
to follow them into an ISDF trap, so it is important that you do take them out. 

Once they have been destroyed turn to the Southwest and follow through the 
canyon between the rock walls. After a little bit you will come upon two ISDF 
Turrets. Order your Lancers to take them out, and then rearm your forces again. 
From this point on you will encounter Tanks at random; remember to guard your 
Hauler as they come from behind. 

Order your Lancers to take out the third ISDF Turret, and then continue forward a 
little way, until you see two more Turrets. Have your Lancers dispatch these as 
well. After these have been destroyed watch out for two Missile Scouts and a 
Tank. 

After these have been taken out you will want to proceed with caution. You will 
now encounter another ISDF Turret, a Rocket Tank, and several Tanks. It is 
essential to guard your Hauler here, as the Tanks appear to concentrate heavily 
on it. Once they have been destroyed have your Healer heal you, and send the 
Hauler toward the Alchemator. 


Once the Hauler reaches the Alchemator you will see a whole bunch of Rebel 
Scion forces guard the Alchemator. The moment that you have control returned 
to you, head for the Southwest, and go into the canyons and head for the 
Dropship. It is vitally important that you do not slow down and that you do not 
look back as many Rebel Scions will follow you. Once you reach the Dropship fly 
up inside of it and the mission will end. 
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Bane 


Mission 19 - An Unlikely Rescue 

While your orders on this mission are to protect the ISDF forces, it is important 
that you DO NOT go toward their base until you are ordered to. If you do the 
AAN Recycler will recycle itself and you will lose. 

The first thing to do in this mission is to order your Matriarch to deploy right 
where it is. Then have your two Guardians deploy to the Northeast. Once you 
are set up build two Scavengers. The first should deploy to the Southwest, on 
the pool that is right next to your base, and order the second to deploy on a pool 
that is some distance to the Southeast. 


When you have enough scrap, build a third Scavenger and have it deploy to your 
Northeast. While the Scavenger is moving to deploy move both of your 
Guardians, and your Builder to the Northeast scrap pool so that it will be well 
guarded, and you can focus on your base. About this time your Southeast 
Extractor might come under fire, don’t worry about defending it after this, but you 
will need to destroy the Missile Scout that is attacking it. 

After you accumulate 60 scrap order your Builder to upgrade the Northeast 
Extractor, then order it to move toward your Southwest Extractor, and upgrade 
that. Do not worry about the third Extractor for now. 

When both of these Extractors have been upgraded build a Gun Spire a few 
paces to the North of your Matriarch. Once this Gun Spire has been constructed 
build a second a few paces to the Northwest of your Matriarch. If you have 
hurried all through now you should be able to construct these before several 
Tanks and Missile Scouts attack you all at once. 

The third Gun Spire should be built to the Northwest of your Northwest Extractor. 
Build a second Gun Spire to cover this one as well. Now pull back and construct 
a Kiln next to your Matriarch, under the protection of the Gun Spires. 

Once the Kiln has been built you will probably receive a message from Shabayev 
about a bridge; before you head off upgrade the Kiln to a Forge and build another 
Gun Spire a few paces to the West of your Matriarch, as sometimes your 
Extractor here will come under fire. While you head for the bridge you will want 
to constantly be queuing Warrior Tanks. 


When you are finally ready to head for the bridge be prepared to encounter 3 
ISDF Assault Tanks. Don’t worry; you should be able to take them out here. 
When you approach the bridge, approach from the river and hide under the 
bridge. The Assault Tanks will help you destroy the Bridge, surprisingly enough. 
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Assault Tanks have a slight problem, when being controlled by the Al, with firing 
downwards. So if you are very careful, and stick close to the bridge, you should 
be able to move into a position where you can pound on one of the Assault 
Tanks, without it being able to hit you. If you move out too far from the bridge, 
however, they will be able to hit you, so be careful. 

After you have destroyed the Assault Tanks, destroy the bridge and return to 
your Matriarch. You should receive an order from Shabayev to assist the AAN 
base. Before you leave you will want to upgrade the third Extractor as you will 
have a little bit of time before you are actually needed at the AAN base. 

When you are finally ready to take off for the AAN base, have all of your 
Warriors, and your Builder follow you. You won’t need to worry much about your 
base at this point, but be constantly building more Warriors so that they can 
assist you at the AAN base. 

Once your Builder reaches the AAN base have it build a Gun Spire near the 
choke point beacon that Shabayev dropped. Build a whole row across the choke 
point here. It sounds excessive, however the last wave of ISDF troops to attack 
you consists of several walkers and Assault Tanks, the wall of Gun Spires will 
help tremendously. 

During this whole process you will also want to mass about 9-18 Warriors here. 
Let them take 2 nd priority to the Gun Spires, but make sure that you are able to 
get them here, because they will help a lot. 

A little time will pass, and then the final ISDF push will come. Fight it out and 
protect the AAN base, once their forces have been destroyed the mission will 
end. 


Mission 20 - The AAN 

Compared to the rest this mission is VERY difficult. This is because Shabayev 
only gives you a little time to repair the base. If you did not need to than it would 
be rather easy, however you are timed on setting up the base, so move fast, very 
fast. 

The first thing to do is build 2 Scavengers and have them deploy on the two 
scrap pools to the North, then have your Constructor upgrade the Southern 
Extractor. Once you have upgraded the Southern Extractor have your 
Constructor move to the North and upgrade the next two Extractors. 
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When you have all 3 Extractors upgraded, a little bit further to the North you will 
see a plane that you can build a Relay Bunker on. Construct the Relay bunker 
then put down one Gun Tower. While you will later need to return and construct 
a second Gun Tower, there is not enough time for now. 

Return to the base and build a Relay Bunker near the choke point of your 
previous mission, then construct two Gun Towers, so that they are facing the 
canyon in front of you. 

After you have the three initial Gun Towers constructed build a Power Generator, 
then a Service Bay. Once the Service Bay has been constructed build 3-4 
Service Trucks. You will need your Service Trucks to repair the first two Power 
Generators and your Factory. 

The next step is to build Gun Towers everywhere you feel necessary. While you 
are attacking Braddock’s base you will still be under fire. You will want some 
near the Extractor that is close to your base in the Northern direction, and one or 
two near your Southern Extractor. You will also want to fit a Relay Bunker and a 
Gun Tower to the side of your Matriarch so that it is defended from APCs. 

You will probably also want to line up Gun Towers in front of the choke point from 
the previous game. While this may sound a bit unnecessary, multiple Assault 
Tanks will attack you at times. 

When you finally feel well defended, recycle your Service Trucks so that you can 
create large enough groups. You will probably want a group of 9 Walkers and a 
group of 8 Assault Tanks. Once these have been finished build 5 more Service 
Trucks. Leave one Service Truck to repair the Gun Towers at the far Northern 
Extractor, and one to repair the Gun Towers at the Choke Point. 

Have the remaining 3 Service Trucks, the 9 Walkers, and the 8 Assault Tanks 
follow you toward Braddock’s base. Destroy the Gun Towers with the Assault 
Tanks, and take out any Constructors so that Braddock doesn’t make any more 
Gun Towers. Then have your Walkers come in and take out any resistance and 
the Recycler. 

Once the Recycler has been destroyed the convoy will come through. You will 
want to destroy the Convoy, and then the mission will end with Burns directing 
Shabayev to bring over a Tug. 
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Rend 


Mission 21 - Braddock 

This is the final Scion mission. Surprisingly, you would think that this level would 
be difficult, however it is one of the easier Scion missions in the game. 

You will start this mission with only your Matriarch. Order it to deploy where it is, 
then build a Scavenger and have it deploy on the scrap pool that is right next to 
your Matriarch. 

Shabayev will mention that there are several scrap pools that you need to 
control. When she mentions this have your Matriarch build about 5 Guardians. 
The first one will need to defend your Matriarch. 

While your Matriarch is building the Guardians head over to the first scrap pool, 
and take out the units that are guarding it. Then destroy the ISDF Extractor and 
order your second and third Guardians to guard this, and order your Matriarch to 
build a Scavenger. Have this Scavenger deploy on this scrap pool. 

Shabayev will now show you the location of the second scrap pool. Before 
taking off for it, have the fourth and fifth Guardians guard your Matriarch. You 
will then want to construct a Builder. Order the Builder to upgrade your two 
Extractors. 

Head toward the second scrap pool and take out the units that are guarding it. 
You may need to make several trips here, only inflicting a little bit of damage on 
the defending units, and repairing yourself after each, but do not worry because 
you have all the time you want on this level. 

After you have destroyed the units guarding the second scrap pool, have your 
Matriarch synthesize a Scavenger. You will then want to order your Builder to 
head for the second scrap pool, as well as the Scavenger. When your 
Scavenger arrives have it deploy on the scrap pool. Shabayev will mention a 
third scrap pool that you need to take, but ignore it for a while. 

Scan the area. To the East and West, in a slightly Southern direction, you will 
notice two choke points. Order your Builder to construct about 5 Gun Spires in a 
straight line across the Eastern choke point. You may, however, wish to interrupt 
this process after 3 of them have been constructed to upgrade your Extractor 
here, but after it has been upgraded you will want to build the other two Gun 
Spires. 
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Next build a Gun Spire in-between the Eastern and Western choke points, and 
then put up two Gun Spires in front of the Western choke point. You will not 
have to worry about the Western point overly much. 

Now that you have made this area impassable for the ISDF forces your base 
should be pretty much secure. If you were playing against someone who knew 
what they were doing you would of course want to guard your Matriarch and 
Extractor 2 with a few Gun Spires, but in this case you should not have to worry. 

It is now time to build up your base a bit. Order all of your Guardians to recycle 
themselves. Once they have been removed you will want to build a Kiln, an 
Antenna, a Stronghold, and a Dower. Once these have been built upgrade the 
Kiln to a Forge, and upgrade the Antenna. You will probably want to synthesize 
another Builder to do this so that you do not need to wait for your current Builder 
to get here, however afterwards you will want to recycle this second Builder. 

After your base has been built up it will be time to capture the third scrap pool 
that Shabayev mentions. The reason that your Builder is the only remaining unit 
in your forces is because you will want to create several large groups, however 
you will need to take the third scrap pool first. 

Queue the production of 6 Warriors. Once the 6 Warriors have been produced 
have them head for the 3 rd scrap pool. When they reach the scrap pool they 
should be able to destroy the defending forces. You will want to follow them with 
a Builder. 

You will notice that there is one canyon in particular that the ISDF forces come 
through. This canyon is to the East of the scrap pool; have your Builder 
construct 5 Gun Spires around the opening of this canyon as you do not want to 
be interrupted for a while. 

When the area is secure order your Matriarch to construct a Scavenger. Once 
the Scavenger is deployed you will want to upgrade it. You should now be able 
to mass scrap quite rapidly, so we will now begin to build your forces. If any of 
the 6 Warriors that you sent to this scrap pool are still alive send them at the 
ISDF base and let them be destroyed. You will not want them since it will make it 
hard to create the larger unit groups. 

Head back to your base and queue up the construction of 9 Warriors, then group 
them together. Do the same to create groups of 8 Maulers, 7 Warriors, 6 Titans, 
5 Archers, 5 Warriors, and another of 5 Warriors. While this is rather excessive it 
is fun to watch them all flood an ISDF base. Beyond this, once you take the 
ISDF base you will have a secondary outpost that Braddock is defending himself 
to take out. 
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Get into your Antenna and use the overhead view. You will notice a large ridge 
some distance in front of the ISDF base. Order your Archers to deploy here. 

After you are finally prepared for the assault order all of your forces, with the 
exception of the Archers, toward the ISDF base. You will need to move slowly as 
you have an absolute fleet behind you. 

When you reach the ISDF base order all of your troops, except your Archers, 
inside. When your forces have entered the base have your Archers get closer, 
and then proceed to bomb the ISDF base. 

The ISDF base will be surprisingly easy to take out, but once it has been 
destroyed you will be ordered to proceed and take out Braddock. Have your 
forces converge on him and enjoy watching the firefight. If you desire you can 
have your Archers move in a bit closer to his position and bomb him too. 

After Braddock has been destroyed the mission will end and you will be able to 
watch the endgame sequences. The quality is poor, but the ending is rather fun 
to watch. The only thing that really happens is that the Alchemators fire into the 
air, their beams join together, and they strike the Dark Planet, however nothing 
more than this really happens. 

It would be nice if you could watch the full transformation of the Dark Planet, or 
maybe the AAN welcoming the Scions, but this is not included in the end 
sequence. 
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The ISDF Missions 


Rend 

Mission 15 - A Traitor’s Fate 

You will start this mission with an Assault Tank, a Rocket Tank, and a Service 
Truck. You may wish to hop out of your Walker and get into the Assault Tank, as 
it makes the mission somewhat easier, but that is completely up to you. It is also 
important to remember that you have as much time as you need on this mission. 
Take your time and make prolific use of your Service Truck. 

Once the mission actually starts you will be attacked by two Attack Fighters. 
Take them out and proceed forward. After a little distance has been spanned 
you will see two Missile Scouts. Destroy these as well and proceed until 
Braddock warns you of a Gun Tower being ahead of you. Use your Assault Tank 
to take out the Gun Tower then proceed forward. 

After a little way you will come in contact with another Gun Tower. This Gun 
Tower is positioned at the opening of the Rebel base. Destroy the Gun Tower 
and head into the base. Immediately on your Right you will see another Gun 
Tower. Take this out as well, and then proceed to destroy the base. You will 
then see several service pods and armor pods. Have your Service Truck pick 
these up so that it can repair itself if it has incurred any damage. 

Once you are ready for the big fight, proceed out of the base toward the 
rendezvous point. When you have proceeded just a little way out of the base you 
will be ambushed by a whole ton of Rebel forces. You will need to fight hard 
here to take them out. 

You may also try having your Walker and Rocket Tank guard the Rebel base 
entrance, while you run forward to trigger the ambush, then flee back to the 
Rebel base. This way you will only have to guard one choke point, instead of all 
around you. You may not be able to take them all out, if this is the case, and you 
are destroyed, commandeer one of their vehicles with a quick snipe. 

Unfortunately once you are ambushed the mission objective is no longer to return 
to the rendezvous point, so you will need to search and destroy all of the Rebel 
forces. There will be one Assault Tank near the end that you will need to destroy 
as well, so be prepared for a fight. 
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Core 


Mission 16 - Hole in One 

This mission is nasty. There is no other word for it; it is just nasty. Scion 
Maulers, Titans, and Warriors, even at the very start of the mission, will 
constantly assault you. The Scions also have two bases on this level, so you will 
be attacked by these viscous units twice as often as normal. The only forces that 
you start out with are two ISDF Rocket Tanks, 3 Scavengers, your Recycler, and 
yourself. You will need to be on constant guard. 

At the very start of the mission save the game, then proceed to explore the room 
that you start out in. You will need to know it well. Once you have explored a 
little bit, reload and continue. 

Order your Recycler to deploy in the Southeastern corner of the room. After your 
Recycler has deployed you will want to defend against two Scion Maulers that 
come in attacking you. After you have fended them off order two of your 
Scavengers to deploy on the two scrap pools in the Northeastern corner of the 
room. 

Next, have your Rocket Tanks guard the Northern opening in the room while your 
Recycler builds a Constructor. Have the Constructor upgrade your two 
Extractors, then order it to construct a Power Generator near your Recycler. 

Then order your Constructor to walk to the Western opening in the room. You 
will want him to construct a Power Relay here, along with two Gun Towers. It is 
important to note that the Power Relay will need to be placed 3 squares to the 
East of the wall here. The reason for this is because you will want to put the Gun 
Towers in front of it, then you will need one empty square between the Gun 
Towers and the wall, because you are not able to build them next to the wall. 

Have your Recycler build another Constructor. This Constructor should 
continually build Power Generators around your Recycler until you have about 6 
or 8 of them. 

In the meantime order Constructor 1 to build two more Gun Towers, so that two 
of them are facing the opening in the Western wall, and one more is on each side 
of them. 

When this is completed have Constructor 1 repeat the same process at the 
Northern opening. You will first want to build the Relay Bunker 3 spaces away 
from the wall, and then put up a line of 4 Gun Towers. 
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By now you should be under constant fire from Scion units, and are probably 
hanging in by the seat of your pants with only your Rocket Tanks left to guard 
your base. This is normal. 

You will find yourself very fortunate that the Scions occasionally send Warriors at 
you. You can snipe them on occasion, and get inside them when your Tank gets 
destroyed, IF it gets destroyed. 

Once you finally have 4 Gun Towers guarding each of the two openings build 
another at each end. While these 4 extra Gun Towers won’t be able to fire down 
the corridor too much, they will be able to help out when the Scions get close. 

The next order of business is to construct a Factory and a Service Bay. With 
these built you will be able to build Assault Tanks. Before you build the Assault 
Tanks, however, you will want about 4 Gun Towers protecting the inside of your 
base. The reason for this is because sometimes a Warrior or a Mauler will slip 
through the outer defenses, but the inner defenses will typically be able to take 
them apart. You will also want 2 Gun Towers guarding your Scavengers. These 
help you when the Scion Archers drop down inside your base. 

When you are finally ready to mount an assault against the Scions build 15-20 
Assault Tanks. You are now ready to leave your base, however before you do 
you will want to build 4 Service Trucks. Two Service Trucks should deploy at 
each of the two openings, with one on either side of each opening. This will 
make it so that your Gun Towers will have a much harder time getting destroyed. 

Leave your base, with your Assault Tanks following, to the North. You will need 
to take out two Scion Guardians, but they fall easily. You will pass several 
crossroads; do not turn until you are forced to turn to the right because the path 
does not continue to the North anymore. 

When you round the corner you will see two Scion Gun Spires. Destroy these 
with your Assault Tanks, as they do not need to get close enough to get 
damaged. Once they have been taken out have your Assault Tanks take out the 
Scion Matriarch here, then continue to destroy the Scion base. 

Once this Scion base has been destroyed head back the way you came, through 
the Western exit of this room, and continue forward. Eventually the path will 
bend to the South. After it does, you will see the path shoot off toward the West. 
Follow in this direction. 

At the center of this room that you will find yourself in is the entrance to the 
center of planet Core. After you see the hole have your Assault Tanks destroy 
the Scion Gun Spire that is in this room, then assemble them so that they can 
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take out the Convoy once it comes into range. After a little while you will see the 
Convoy, when you do simply destroy it and the mission will end. 


Mission 17 - Core 

This is the third and final ISDF mission. During the duration you will be alone; 
you will not receive any backup. The goal is to destroy Core: to destroy the 
Scions. 

Once this mission begins head toward the North. The path will eventually come 
to a crossroads. When you reach the crossroads you will have fight two Core 
Robots. One of them will come at you from the East, and the other from the 
West. 

After you have destroyed the two Core Robots you will notice that the Northern 
and Western passages have been blocked by an energy barrier, so head to the 
East. 

The Eastern passage leads to a large chamber, guarding this chamber are two 
Core Robots. You will need to destroy them, and then enter into the chamber. 
Within the chamber is a large pillar, in the center. Start firing up at this pillar, and 
once it has been destroyed, head back toward the crossroads. 

When you return to the crossroad, head to the West. You will notice that the 
energy shield here has been removed. 

After you reach the next large chamber down the Western path proceed as you 
did in the previous one, destroying the pillar, and return to the crossroads. When 
you return to the crossroads you will notice that the Northern path will now be 
unblocked. 


Heading along the Northern passage you will notice a break in the Western wall. 
You can either turn here or go straight, but either way you will end up fighting a 
Core Robot and entering a large chamber. I would suggest destroying both Core 
Robots, but you do not need to. 


Once you finally reach the next large chamber a large Turret in the center of the 
room will attack you. Like everything else on Core, this Turret fires lasers at you. 
Destroy this by circling it and keeping your guns aimed on it by firing, you should 
not get hit. 


After the Turret has been destroyed look around the room. The Northern and 
Western exits have energy shields over them, so head out the Eastern exit. The 
passage will branch to the North and South, but either way you go you will end 


©2000 


@huQtlibdllcm 


All Rights Reserved 



Page 96 


up in another chamber with two Core Robots and a pillar. Destroy the Robots 
and the pillar then return to the main chamber. 

When you have returned to the main chamber head to the West, as the Western 
energy shield has been destroyed. The Western end of this will be much like the 
Eastern, so once you have destroyed the pillar here you will return to the main 
chamber. If you really need it, there is a Service Pod in the Eastern chamber. 

The Northern exit should now be unshielded; go North. There is an Eastern and 
a Western passage that heads to the North. Take either route, but you will be 
faced with a Core Robot no matter which direction you go. When you get 
through the tunnel you will notice yet another large central chamber with a Turret 
in the center. Destroy the Turret. 

Within this chamber the Northern and Western exits have energy shields over 
them. You will want to go through the Eastern corridor. You will need to destroy 
one Core robot, and then you will come to another chamber with two Core 
Robots and a pillar in it. Destroy the pillar and return to the main chamber, and 
head through the Western exit. 

Going down the Western corridor, you will need to destroy another Core Robot, 
then you will reach yet another chamber with two core robots guarding an energy 
pillar. Destroy the robots and the pillar and the Northern exit of the main 
chamber will finally be open. 

Upon returning to the main chamber and heading through the Northern exit, you 
will come to another large chamber, but this chamber is drastically different than 
others. Save the game here. Head into the room and you will see 4 beam 
emitters holding up Core, itself. You will need to destroy the 4 beam emitters, 
however while you are doing that Core will shoot bombs at you. It is important to 
note that it is easy to run out of ammo here, so when you do there are two Core 
Service Pods in the back of the room, and Core will regularly drop one into the 
center of the room. 

To defeat Core I suggest that you leave the Southern Beam Emitter for last, 
simply because it will be a lot easier to get out of here in time if you do. 

After you destroy Core get out of the room and start heading back for where you 
started, the Dropship. The planet will start to erupt, and it will eventually destroy 
itself. 

You will need to leave through only certain exits, as some of the passages will 
crumble and cave in. When you enter the first chamber, on the Southern wall, 
take the Western exit. When you reach the next large chamber, on the Southern 
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wall take the Eastern exit. After you finally arrive at the third large chamber, 
head out, on the Southern wall, the Western exit and continue forward. 

When you arrive at the crossroads that you entered all of this at you will finally be 
free and clear; go to the Dropship and the mission will end. 

You will now be able to watch the ISDF endgame sequences. My comments are 
pretty close to those of the end of the Scion missions’ endgame sequences as far 
as clarity goes. Other than that the endgame sequence is fun. I wish it 
explained more about why Braddock did it... I’d have liked his character to have 
been developed more. I mean, the crazed madman going after goals of world 
domination is usually something reserved for comic books. Over all, though, the 
final feeling was positive. 
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